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Preface

The aim of this book is simple— to bridge the gap between program-
ming and games playing. This book tries to help games players
become better programmers and to help programmers design better
es.

ga’II]‘ri:Le book goes through all the stages of designing and coding a
game, from formulating theideasto debugging. Onthe way it aims to
help those new to programming to become familiar with many of the
concepts which, though easy to understand, are usually beset by
unfriendly jargon—terms like ‘modular programming’, ‘random
access’, ‘error checking’, ‘file handling’, and ‘artificial intelligence’.
The terms are used as a games player might need them, not as an
arcane code comprehensible only to computing graduates.

This book is for the novice programmer who can just about find his
way around most of BASIC and now wants to know what to do with
his knowledge—how to go about building a substantial program.
Using the adventure game as its main theme and the Spectrum as its
major micro it looks at all the ingredients of good games, including
structure, display, originality, friendliness, and logic. Whether your
microis a Spectrum or not if you are interested in games you will find
agreat number of strategies and tips for programming games on any
micro, Whether you are interested in adventure gamesor not youwill
find many of the principles discussed here are used in designing other
kinds of game.

As you work through the book you will take part in designing two
complete adventures, both of which are fully listed and documented,
as well as over twenty-five game routines. Where useful features of
the Spectrum can be exploited these are described, but care has been
taken to detail some of the main differences between Spectrum and
other micros in order to make adaptation of the routines to other
systems easier.

If you own a Spectrum or you want to write an adventure this is the
book you need. Processing verbal commands, constructing maps,
designing puzzles, storing data, defining graphics, ‘intelligent’ pro-
grams, character and monster variables, plot construction, combat
routines, idea generation, program construction, controlling move-
ment, and many specific ideas for adventures are all included,
together with many routines in Spectrum BASIC for incorporation
Into your own games. In particular, a number of the features of
Spectrum BASIC which are not well documented elsewhere are used
in this book to develop your knowledge of the language.
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My grateful thanks are due to Carrol, Kay, and Owen who
helped in the preparation of this book in their own special ways, and
to Mike Costello of The War Machine for permission to reproduce the
Name Generator of Chapter 7.



AN INTRODUCTION
1 TO ADVENTURES

You are in a green tunnel with wet walls. On the ground you see:

a scroll
an ebony box

What do you do?
* PICK UP THE BOX

Suddenly a wart-encrusted troll leaps out from a crack in the wall.
‘Steal my emeralds would you?, he screams and raises a thick bronze
club. Do you want to:

1. RUN

2. STAND AND FIGHT

3. TALK YOURSELF OUT OF IT
4. SMILE SWEETLY

* SMILE SWEETLY

Yousmile sweetly. The troll smiles back, as his club bounces off your
head.

This is an encounter you might find in any adventure game. The
adventure could be aboard game, a tabletop game with miniatures, a
pencil and paper game, or a microgame. Adventure games come in
many shapes and sizes and are played in many ways. Almost every
micro has atleast one adventure written for it, and the mainframes of
many a college and business have among their most-used software
Zork or Wumpus or just plain Adventure.

This book tells you how to write your own adventures. Because
there are many kinds of adventure game and many different microsit
cannot cover every aspect, but it does describe ways of designing and
pProgramming all the essential features(and some non-essential)in a
way thatevery microuser should be able to use for hisown particular
machine. Where different approaches are possible, different routines
are suggested, so a great variety of gamesis possible within the broad
heading of ‘adventure’. Most of the routines are written in one of the

1



most popular BASICs, Sinclair Spectrum BASIC, but where there
are important differences between this and other versions of the
language, alternatives are given that can be used, especially for
Microsoft and BBC BASIC. A cassette of all the major Spectrum
routines listed in the book is available separately.

The approach used is that known as modular or structured pro-
gramming. This means that a program is thought of as a structure
made up of a series of modules. Each module is self-contained, gener-
ally as a subroutine (or, in languages like BBC BASIC, a procedure),
so different modules can be defined in different ways to give different
programs. Inthis way many different games can be written with only
very small changes— the same modules can be used again and again
with minor modifications. Modular programming has a number of
other advantages. It encourages programming habits which make
error-checking and debugging easier; it makes the transition to
structured languages such as Pascal much easier for those who want
to learn a new language; and it makes program design both easier
and more elegant. Its only real disadvantages are that it requires
some self-discipline from the programmer and programs may use
more memory or take more time than unstructured equivalents;
however, these possible losses are well worth the gains. If you only
want to write one game which saves as much memory as possible and
runs as fast as possible, you have little to gain from structured
programming. But if you plan to write several such games, or to build
a library of routines for such games, the initial work will be amply
repaid later on.

So what is an adventure game? The only simple answer to this
question is that it is many things, because there are many, many
variations. Some are fantasy, some are science fiction, some histor-
ical, and some based on novels; some use graphics and some of these
are 3D; some arereal-time(i.e., like arcade games youhave toreact to
the game immediately— youcannot leave it running while you make
acup of coffee because when you get back you will have lost); some use
animation; some involve mazes; some involve problem-solving; some
offer real money prizes; some require huge databases while some fit
into less than 8K of memery. So a general definition of an adventure
game is not going to be worth alot. However, there are some elements
fundamental to all adventure games and we will look at those first.
After a general survey we will use these elements as a way first of
designing and then of programming several adventure games.

Broadly speaking, an adventure game is a simulation of a particu-
lar world. Playing the game means behaving as if you were living in
that world, and the sequence of actions that you make in playing
would read like a story if written down. Your average adventure
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game thus has three basic elements: simulation, playpr behe_lvio_ur,
and story. Inthe example that bggan this chapter the su’nulatlon_ isa
fantasy world like Tolkien’s M1dd_1(? Earth; the player’s behgvmur
includes picking up the box and smlhng sweetly; and the story is ‘how
1 persuaded a troll to part with his emeralds and nearly lived to tell
tale’.

th%‘he development of adventure games, though it has happened
quite rapidly, has been quite complex. You do not need to know
anything about where they have come from to be able to write them,
but it is worth knowing that the three main strands have come from
several different sources which have combined in many different
ways. Almost certainly you can learn something about writing
adventure games by knowing more about those sources, but it is
equally certain that you will be able to bring something original to
the games because of your own backgrounds and interests. Oneofthe
main reasons for the flexibility and variety of adventure gamesis the
range of backgrounds of the people who have developed them.

The main sources of adventure games have interrelated inextric-
ably, but four important ones can be identified. Firstly, the rise of the
popular fantasy novel, due to authors such as Robert E. Howard (the
originator of Conan) and J.R.R. Tolkien, has meant that more and
more people are interested in fantasy stories. Secondly, in the late
’sixties war games became a popular hobby, and one typeof war game
in particular, the fantasy campaign, seems independently to have
interested several different players in different places. The most
important of these was the game played by Gary Gygax, which
gradually became the enormously popular fantasy role-playing
game, Dungeons and Dragons. The success of this game has led to
dozens of other such games, some set in the Wild West, some on post
holocaust Earth, some among eighteenth century pirates, some in
outer space, even one called Bunnies and Burrows which is based on
Watership Down. All of these games can be sources of inspiration for
microgames as we shall see in Chapter 2.

Thirdly, at about the same time that fantasy novelsand war games
were becoming popular important research in computational
!lngui_stics (the study of language by using computers) and artificial
intelligence (learning about human intelligence by trying to make
macbines intelligent) was taking place, notably at the Massachusetts
Institute of Technology. Here programs were used which analysed
and acted on ordinary, natural language; programs investigated the
nature of puzzle-solving and problem-solving; and programs were
used to manipulate fictitious worlds.

Finally, in the fields of business and education people have for
many years used games and simulations for teaching about the real
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world. It is not possible for students to learn about banking or the
Norman Conquest at first hand, buttheycanlearnbytakingpartina
simulation which makes them act as if it were at first hand. Micro-
computers are excellent for such simulations, and simple educa-
tional games such as Kingdom (in which the player learns elemen-
tary economics) have become popular outside the classroom.

We will look at all of these in later chapters. Fantasy novels can
give us ideas for stories; tabletop and board games can suggest game
structures and mechanisms; linguistics and artificial intelligence
can help in text processing and in making games both more interest-
ing and more life-like; and ‘serious’ simulationscan tellussomething
about how and why players play. But the main purpose of this book is
to help you in game programming. We will look at the different
components of the adventure game, such as maps, monsters, and
magic, and how these can be programmed. We willlock at the advant-
ages and disadvantages of different techniques, such as variousways
of storing data. We will look at some of the more common jargon
words such as ‘random access’ and ‘menus’ to explain them in a
straightforward context. We will look at ways of designing games
and how those designs can be turned into BASIC. We will also look at
ways the microcomputer can be used in assisting adventure games
which are not played on a micro. We willdoall thisby writing ourown
adventure games as we go along.

The book is organized in the following way. We begin by looking at
the different components in the game and different kinds of adven-
ture game. Then comes the main part of the book— seven chapters of
programming and design techniques for use on such games,
beginning with overall design and working through all the major
components. Each section gives one or more routines you can incor-
porate in your own programs until gradually we build up two com-
plete games, The Throne of Camelot and The Mines of Merlin.
Between them these two games illustrate most of the essential
principles discussed in each chapter, as well as containing many
routines which can be used in other adventures.



COMPONENTS OF
9 THE ADVENTURE GAME

2.1 Choice

Playing a game, using strategy and tactics, is a question of making a
series of choices. Each choice depends on previous choices, so if the
player makes the wrong ones, he loses. Writing a game is a process of
establishing a set of possible choices for the player to make. The
fundamental BASIC command for a game isthus [F . . . THEN. . . If
the player chooses to do (a) then (b) will happen, but if he chooses (x)
then the result will be (y).

Ifwe wanttowrite a good game, therefore, we must do three things:

1. Offer the player some interesting or testing choices.

2. Organize those choices in a coherent way, so that the conditional
choices fit together sensibly.

3. Make the interrelations between the choices complex enough to
be worth while to solve but simple enough to be solvable.

We will look at the programming implications of these later, but the
simple lesson is that the game should play in a straightforward
manner although that apparent simplicity should depend on com-
plex hidden balances in the programming.

Adventure gamescan depend on many kindsof choice. Initially the
player may be able to choose the type of character he plays before the
game starts, or the configuration of the game (such as its level of
d@fﬁculty or the number of events it might have), various actions in
different situations (e.g., running from, talking to, or fighting an
encountered dragon), when to use limited resources, or even when to
end th()a game (as with the SAVE facility incorporated in many puzzle
games).

To be a little pedantic for a moment, we could call a player’s
strategy a series of choices aimed at optimizing rewards in a game.
Thus the choices that make a game interesting depend on the kind of
rewards the game offers. At the most abstract level a game offers
points (as with The Mines of Merlin in Chapter 6). The better the
Player, the higher his score, i.e., the better his strategy, the series of
choices he makes, the more points he will get.

We could have a very simple game in which the player has to guess
anumber between one and nine chosen by the computer. The player
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selects a number, makes a guess, and the computer tells the player if
itschosen numberishigher orlowerthan the guess. The playerstarts
withascoreof 100. Every time he makesa guess, he loses 10 points, so
thebetter his guesses the higher hisfinal score. Initially he has three
major choices—three possible strategies. He can guess numbers
randomly; he can start at one end of the scale and work up (or down)
till he hits the right number; or he can use the following routine:

1. GUESS 5

2. [IFNUMBERISLOWER THAN 5 CHOOSE 3 ELSE CHOOSE 7

3. IF 7 WAS CHOSEN AND THE NUMBER IS LOWER THEN
THE ANSWER IS 6

4. IF7WAS CHOSEN AND THE ANSWER ISHIGHER CHOOSE
9

5. IF 9 IS CHOSEN AND THE NUMBER IS LOWER THEN THE
ANSWER IS 8

6. IFF 3 WAS CHOSEN AND THE NUMBER IS HIGHER THEN
THE ANSWER IS 4

7. IF 3 WAS CHOSEN AND THE ANSWER IS LOWER THEN
CHOOSE 1

8. IF 1 WAS CHOSEN AND THE ANSWER IS HIGHER THEN
THE ANSWER IS 2

Ifthe player chooses the random strategy he may take up to eight
guesses to get the correct answer and should average about five. Ifhe
chooses the second strategy the same is probably true. For the third
strategy, however, the number of guesses is never greater than four
so the player will always score at least 60 points, and will probably
average around 80. Obviously the best strategy is the third strategy
because at each stage in the game the best choice of all the available
choices is made, i.e., the choice which reduces the number of possible
future guesses to the fewest.

In order to get an idea of how balanced your game is while you are
designing it use a points system against all the options as a rough
measure of the difficulty, reward, and balance built into the game.
You do not need to incorporate that system into the actual game
itself, but it can be a great help in designing to enable you to know
how easy and/or complex your game is. For example, if you think that
each problem in your game is so easy to solve that it is only worth one
point youwould be surprised during play-testing ifyoufound that the
way you had put all the problems together meant it took half an hour
to score two points. There would have to be a design flaw for some-
thing like that to happen. Perhaps the problems are harder than you
thought, perhaps the rewards of the game are not great enough,
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perhaps the overall structure is at fault, or perhaps more clues or
instructions are needed.

Points are not the only kind of rewards, however, If we think ofour
compulsive adventurer (or Cad, for short) asbeing a playing machine
running a program called ‘T'll enjoy this if it kills me’ we can regard
REWARD as one of the variables in that program which determine
whether it is successfully run or not. IfFREWARD falls below 1 then
the program will END. But values can be given to that variable by a
host of functions, only one of which is the ‘increase points’ function.

There are typically twokindsof rewarding function which Cad will
respond to, namely, local rewards and global rewards. A local reward
isone which temporarily increases REWARD as aresult of an action
just completed, but which has no permanent effect on the rest of the
game. Forexample, our hero may slay the Great Green Slime Beast of
Trag. He will feel rewarded the first time he achievesit, but if he gets
no points, finds neither treasure nor clues, does not increase in skill,
etc., he will forget it. Some games are made up of a series of such local
rewards—there is no cumulative REWARD, just a series of tempor-
ary increases in its value. For such games to work they must keep the
successes close together, so that there is no time for REWARD to fall
below 1; in addition, each victory must be different or new, or
REWARD will not be incremented.

Global functions which increase REWARD are the basis of good
adventures. The player must be given enough local success to keep
him going from stage to stage, but he will only want to complete the
game, to keep returning to it, if some successes increase his chance of
overall victory. In our simplistic number-guessing game above, Cad
will continue to play as long as he thinks he is getting nearer to a
solution, but if every guess did not affect the chance of a future guess
being correct he would rapidly lose interest. And quite right too!
What is the point of playing if nothing you do increases your overall
chance of winning?

So the typical adventure has a series of hurdles to be overcome in
order to achieve the final solution. Each hurdle jumped will act as a
local reward and temporarily increase REWARD. After a while that
temporary increase will be lost, but there will still be an overall
Increase because the player will know that now he is much nearer to

the answer’. These hurdles may be problems to solve, objects to find,

Mmazes to get through, monsters to defeat, riddles to answer, and so
forth. A simple problem like ‘How do I open the door? can provide
enough reward to keep a player going for several hours if he knows
that ‘the answer’ is on the other side.

Global rewards do, however, come under four headings: solutions,
Ponts, treasure, and increased abilities. Solutions allow puzzles,
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problems, riddles, and the like, to be solved. These provide the basis of
one main type of adventure game, which I shall call the puzzle game.
Essentially a puzzle game is a web of interrelated puzzles making up
one total puzzle. In order to find the overall solution each of the
separate problems must be solved and in the correct order. At any
stage inthe game, therefore, Cad will have two objectives: (1) tosolve
the particular local problem that faces him at the moment and (2) to
solve the overall problem. Obviously anything which helps with the
former will count as a local reward for him and increase his enjoy-
ment temporarily, whereas anything contributing to the latter will
give a permanent increase in REWARD. Winning in this kind of
game is like solving Rubik’s Cube. There is pleasure in getting each
individual coloured square in place, but that is nothing like the
overwhelming smugness that comes from being able to put the lot
together, every time.

Wehave already discussed points. Treasure and abilities belong to
the second class of adventure game, the combat game. Here the
overall task may be very much the same as in the puzzle game—e.g.,
the finding of a hidden amulet— butthe method ofachievingitisvery
different. Instead of a series of problem-solving sessions the player
acts like an adventurer in a ‘swords and sorcery’ novel, meeting
beasts, felling them, and then taking any treasure they may have.
Accumulating treasure is thus like increasing points-—it is an
abstract kind of reward. However, it becomes global if treasure can
then be used for other purposes, such as buying equipment which
helps in other combat or searches, bribing monsters, or magically
increasing abilities. In some games the task cannot be achieved until
the player’scharacter has developed to acertain level of ability (often
called the experience level, after the concept used in Dungeons and
Dragons}. He may achieve this by success in combat, just as in real
life people get better at things by practising them successfully, or he
may achieve it by receiving magical increases through particular
treasures found.

The interrelations between treasures, ability, points, and some
other variables will become clearer in Chapter 6 when we design a
combat game. Chapter 5 involves the design of a puzzle game when
we shall see how local and global rewards can fit together. The
problem we find throughout the book, however, is that the two types
of game are difficult to combine. Almost all adventure games are
either puzzle games or combat games, and there are hardly any
which attempt to combine the two approaches. This is a result partly
of memory constraints on micros but mainly hecause programmers
have not been willing to come to grips with the intricacies of mixing
the two. Hopefully by the time you have read this book you will
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understand enough about the workings of both kinds to be able to
develop the first of a new kind of adventure— mixing both puzzle and
combat.

In the rest of this chapter we will look at some of the fundamental
elements of an adventure in outline, before going on to detailed
programdesign and coding in subsequent chapters. Youwill see from
the above discussion, however, that the basic elements in the game
are a player persona or character of some kind, a story line made up of
a series of choices, and a number of hazards.

2.2 Stories

First let us look at the story structure of games. The story is what
givessenseto the game, makingit intosomething whichisacoherent
pattern rather than a random series of events. Planning an original
story, or what games’ designers generally call a scenario, can be the
difference between a game which feelslike a computerprogram anda
game which feels like a world worth exploring.

A story is a series of events leading up to a major consequence. The
events happen to a major character or group of characters and the
consequence is often either the character’s death or the achievement
of a particular objective. In game terms the character is the player’s
‘piece’ or persona (discussed in the next section) and the consequence
is either successful completion of the game (= achieving the objec-
tive, setting REWARD to maximum) or unsuccessful completion
. (= death).

An event in a story usually fits the following formula:

MAIN CHARACTER + PLACE + TIME + OTHER CHARACTERS
+ OBJECT(S) + POSSIBLE ACTIONS + POSSIBLE CON-
SEQUENCES

So an event in an adventure game should ideally have all the com-
ponents in that formula, and our program is a system for producing
sets of such components, eachset forminga coherentevent. Notevery
event will need all the components but some will always be needed. A
series of such events forms the story, and this corresponds to the
progress of the player’s character through the mapped locations in
the adventure game.

The links between mapped locations may be totally random or
totally structured or a combination of both. Similarly with events.
The advantage of random determination is that it is easy to program
and can give great variety. Its main disadvantage is that a random
game rapidly becomes boring because it consists of a series of unpre-
dictable events with no logical relationship, i.e., a series of purely
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local rewards. A decision made in one location will have no effect on
subsequent actions unless the player’s character is altered in some
way in that location—becoming weaker, perhaps, or finding a laser
sword. Adding this kind of alteration to a basically random game is
quite easy to do as we shall discover in Chapter 6. It provides a simple
way of adding some structure to our game. However, if no such
alteration occurs in any location the events are unconnected and we
really have a series of small games rather than one large one.
This approach— using a random series of events which connect
only by their effect on the central character—is typically a series of
rooms or caves in each of which there is a percentage chance of
OTHER CHARACTERS (usually monsters) or OBJECTS (treas-
ures, weapons, food) or ACTIONS (falling into a pit, becoming ill,
reading an inscription) occurring. For example, each room in a dun-
geon could contain an event constructed in the following manner:

GENERATE RANDOM NUMBER A IN THE RANGE 1-10
GENERATE RANDOM NUMBER B IN THE RANGE 1-10
GENERATE RANDOM NUMBER C IN THE RANGE 1-10

IF A IS GREATER THAN 4 THEN GENERATE RANDOM
NUMBER D IN THE RANGE 1-4

THIS ROOM CONTAINS MONSTER(D)

IF B IS GREATER THAN 4 THEN GENERATE RANDOM
NUMBER E IN THE RANGE 1-4

THIS ROOM CONTAINS OBJECT(E)

IF C IS GREATER THAN 6 THEN GENERATE A RANDOM
NUMBER F IN THE RANGE 1-4

9. THIS ROOM CONTAINS ACTION(F)

Random numbers A, B, and C decide whether there should be a
monster, object, and action in a particular room; random numbers D,
E, and F select the appropriate monster, object, and action if there is
one. These would be set up in the program using arrays or sub-
routines from which random items could be called. Each randomly
chosen item would then be a set of variables which potentially modi-
fiesthe character in some way. Sample monsters, objects, and actions
are outlined in other chapters.

The opposite approach, that of a totally structured series of events,
1s typical of the puzzle game. Here the task is not to survive as many
randomly generated events as possible but to discover the puzzle or
story and pass through each of the planned events in the correct
order. For example, Cad may find that he cannot progressin the game
until he hasdiscovered how to open a rusty trapdoor. To discover this,
he must bribe a goblin, which means he has to find some money. To
obtain the money he must first get past the headless ghost, and so on.

=L
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The advantage of this type of game is that it is a real test of the
player’s abilities, his intelligence, logical power, and imagination,
not merely a test of reactions or responses to a random series of
accidents. The puzzle adventure game has been likened to the cross-
word— it demands the same class of skills, including language skills,
and all parts must be solved to complete the whole.

The main disadvantage of a totally structured series of events is
that the game is the same each time it is played. There is none of the
novelty or unpredictability of a random dungeon, the initial stages
may become tedious with repetitive play, and the game once solved
will never be played again. It is also a much more severe test of the
programmer’s imagination and ability, as a fully structured game
demands a highly structured program.

Indesigning our game we must bear in mind that the player should
feel, in part at least, as if he is progressing through a story. It doesnot
matter if some of the elements are random or fully predetermined,
but they should seem coherent from Cad’s point of view. It is import-
ant, therefore, that his character makes sense.

2.3 The player character

The character is the player’s persona and is the unit that represents
Cad in the game. [fthe character is destroyed, the game is over. We
will use the word character even when it is a monster or spaceship or
vehicle that the playeris pretending to be because essentially it isthe
abilities and behaviour of that *playing piece’ that make combat
adventure games entertaining. In the puzzle game, however, the
player seldom has a defined or variable character, thisbeing one ofits
drawbacks. It would be better if puzzle adventure games were
designed so that different character configurations were able to
approach the solution differently, but this would cause enormous
programming problems, as you will see later. In the puzzle adventure
game, therefore, it is the player’s own personality that isbeing tested
and not the surrogate personality of his character.

What the character is in game or programming terms is a collec-
tion of numbers that become altered as the game goes on. For
example, if the character is a medieval knight, he might be regarded
as:

Speed 4
Defence 5
Attack 4

Where the maximum is 6. Ifhe lost his horse, his armour, or hissword
these numbers might decrease. If he drank a magic potion, found a
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mace, or rode a dragon, they might increase. Every time the player
has to make a decision in the game his chance of success will depend
on the current value of one or more of these numbers. So if he had to
decide whether to enter a race, success would depend on speed; if he
wanted to fight a giant, success might depend on both attack and
defence.

In other words, a character is a collection of variables. Those
variables may or may not be related, but to increase the interest of a
game it is often a good idea to link such variables in some way. This
gives Cad more to think about. For example, mounting a dragon
might increase speed but could decrease attack (because the knight's
sword cannot reach the enemy from the dragon’s back). However, if
he gets alance, this would increase attack value on dragon-back, but
might reduce defence because it is more difficult to use ashield with a
lance than with a sword. Now, Cad, are you going to get on that
dragon or not?

Normally a collection of variables is best kept as an array, so let us
startto buildup the array for our first character, whowill also be used
in alater game. We will call him SirJon (his mother wanted himto be
a doctor). We will hold his variables in array A(4) and give him four
variables to start with: strength, skill, constitution, and knowledge.
Therefore, we need to DIMension an array with just four variables.
This might be wasteful on memory, but when we develop SirJon later
on we will need the flexibility of an array. Having dimensioned the
array we can READ into it the initial DATA, i.e., the values the
variables are initially set to, the abilities that Sir Jon starts off with.
Let us make strength and knowledge 2 and skill and constitution 1.
Our routine to set up the character would thus be:

800 REM Set up Sir Jon
8019 DIM A(4)

8020 FORI=1TO 4
8039 READ A(D)

8049 NEXT I

9009 REM Sir Jon’s data
9019 DATA 2,2,1,1

Naturally these values will not be arbitrary. We must have some
idea what therange of values is likely to be. So designing a character
istieduptoalargeextent with whatthe characterisgoingtodointhe
game and what the game might do to him. For example, if we wanted
the possibility of a weak character fighting strong monsters we
might allow arange of 0 to 9 for strength, but not allow any character
to be greater than 6. :
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However, ifstrength, A(1),isa variable tobe used inroutinesother
than the combat routine (such as a routine for lifting heavy objects),
we must ensure that the range is also suitable for these routines and
that the initial value is set to a meaningful level. Usually we will
want the character’s variables set to the lowest in the range (if the
game is primarily concerned with improving abilities) or to the
highest value (if it is a game about avoiding weakness). We might
also want to set some variables at mid-point, meaning ‘normal’ or
taverage’, if they are the kind of variables that could get better or
worse. Let us assume that Sir Jon is average in strength and knowl-
edge, startsoff withlittle training (hence low skill), and, being rather
undernourished, is weak in constitution. If the range for all the
variables is 0 to 9 Sir Jon’s values could be:

A(l) =4
A(2) =4
A3) =0
A =1

We are expecting him to improve his skill and constitution through
discipline and hard work, and are also assuming that he could get
stronger or weaker, more knowledgeable or less knowledgeable.

Let us also add a variable that starts at a maximum of 3 and can
only be reduced during the game. Let us say that Sir Jon has nine
magic wishes granted to him at his birth. We willadd LET A(5)=9 to
thearray, remembering that we have tochangethe DIMand FOR. . .
NEXT statements also. Sir Jon will be able to use these wishes at
crucial points in the game.

Sir Jon’s aim in this adventure will be to become a knight of the
Round Table. Not only can we use the variables which make up the
character to calculate each situation as it occurs but we can also use
them to decide when SirJon is worthy of becoming such a knight. We
will make the test easy to start with and then complicate it as the
game is developed. We will say that if Sir Jon has knowledge of 8 or
more and his strength is 8 or more then he can become a member of
thehallowed orderofthe Round Table. We can expressthisasasingle
line of BASIC:

IF A(1)>=8 AND A(2)>=8 THEN LET ROUNDTABLE=1

The variable ROUNDTABLE is being used as a flag, i.e., a variable
marking whether Sir Jon is a knight of the Round Table or not. If the
flag is set to 1 then he is; if it is set to 0 then he is not.

The main aim of Cad will thus be to increase strength and knowl-
edge, while his subsidiary aims will be to increase skill and constitu-
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tioninsofar astheyhelphiminhismain aim. Atthe same time he will
want to preserve his nine wishes for the most vital moments. The
rewards of the program will thus be increases in these variables.

However, we can also add a more abstract points reward for those
players who like such things. We can invent an overall score depend-
ent on how well the character is doing. In the case of Sir Jon it seems
important that a knight should behave as honourably as possible, so
we will give him the honour points depending on how well he does in
particular situations. If we make thisscale 1to 100 and record this as
A(6)(remember to change those statements), we can also incorporate
this rather abstract score into the test for knighthood. Suppose that
to be admitted to the Round Table a knight must be very honourable,
with an honour’s total of over 90. We can add the proviso that this
honour is worth more if he has not used his wishes to aid him— he has
done it under his own steam without supernatural aid— so that for
every wish he has left he scores five honour points. This means that
total honour points will be those normally added to A(6) plus5 * A (5).
Our test for knighthood has now become a short routine:

7799 REM KNIGHTHOOD TEST

78¢¢ LET HP = ¢: REM CLEAR ANY PREVIOUS VALUE
7810 LET HP = (A(5)*5)+A(6)

7820 IF A(1) >= 8 AND A(2)> = 8 AND HP>99 THEN LET
ROUNDTABLE =1

78390 RETURN

Line 781¢ has more brackets than some BASICs might think necess-
ary. Different versions of the language have different priorities for
evaluating expressions so it is best to keep the expression explicit.
In the puzzle adventure game the character is less important than
inthecombat game. Usually the character hasno variable character-
istics. Instead, the player's persona only varies according to the
objects or items collected. In effect the difference is that whereas in
the combat game the persona has a constant set of attributes whose
actual values vary, in the puzzle game it is the attributes themselves
which vary but each particular attribute has a constant value.
For example, the puzzle may involve finding an apple (in order to
bribe a teacher), finding a bomb (to blow a holein a door), orfinding a
coin (to get past a guard). Each of these objects, (a), (b), and (¢), has a
constant value in terms of the program: (a) has the value ‘enables
bribe of teacher’, (b) has the value ‘opens door’, and (c) has the value
‘gets past guard’. The character may carry any combination of these
atatime,e.g.,(a +b),(a +¢);(b+c), etc., which means that the tasks
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the character can carry out successfully at a particular time will
vary, just as in the combat game.

An array could be used to hold this information just as in the
combat game. Each variable in the array will be used as a flag to
represent a particular object. If the correct flag is set to one the
character possesses that object; if set to zero he or she does not.
However, you will see in The Throne of Camelot, when we build it in
Chapter 5, that these flags can be used for other purposes to indicate
various states of the object in question. After all, any particular
variable in a program uses at least one byte of memory, not just one
bit. A bit of information is effectively a flag which can only be set to
one or zero, i.e., it has only two possible states. In other words, it is
binary, and bit stands for Binary InTeger.

However, a byte can have 256 different states, which is why many
aspects of BASIC are limited to 256. If you look at the Spectrum
character set in Appendix A of the manual you will see that this
consists of 256 codes. A byte is made up of eight bits which allows
coding of numbers up to 256 using the binary system of counting.
Consequently, any variable which can be set to one in a BASIC
program can also be set to 255 (the 256th state being zero, which is
also anumber). Soif weuse suchflagsin a puzzle game, wecoulduse a
system like the following:

0 means the object is hidden.

1 means the object can be seen.

2 means the player has the object.

3 means he has used it correctly.

4 means he has put it in the correct place.
And so on up to 255.

The system of flags used in The Throne of Camelot is similar to this
and is explained in Chapter 5.

The combination of such a set of flags thus amounts to a description
of the current level of achievement of the character, i.e., the stage he
or she has reached in solving all the problems. If your game is
primarily a puzzle game, in order to design your character you will
have to consider all the puzzles that are to be solved and what set of
flags will best record all their possible stages. It is certainly possible
to have a different flag for every possible state or stage, but that
would be very wasteful. Instead we might decide that there are eight
main puzzies, each having four stages. Though it would be possible to
record thisinformation with only two flags (using methods we cannot
discusshere), it is easier to have eight with four possible states (0 to 3)
rather than 32 different flags.
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2.4 Monsters

If the game is to have a combat element then there have to be
opponents for the player’s character. Even ifthere is no combat there
will probably be beings of some kind which the character will be able
to interact with. To make things easier we will regard all such
creatures as monsters, even though some might be perfectly friendly
humans. In my experience no one in an adventure has any real
interestin helpingthecharacter— they are all participating for some
monstrous purpose of their own. Monsters could be anything from
rustlers to dragons to Klingons—it is a catch-all term for any
creatures not controlled by the player.

A monster will be a configuration of numbers similar to the
player’s character. Although it may contain exactly the same range
and type of variables as the character, it will usually have fewer, the
range and type being a reflection of and related to a subset of the
character’s attributes. For example, if the character has an attack
rating, a speed rating, and a treasure variable, the monster might
have a defence rating, a speed rating, and a hoard of treasure. The
combat routine will then depend on the relations between the
character attack and speed and the monster defence and speed, with
the reward for winning the combat being the monster’s treasure, or
more points, or both.

As monsters are one of the key hazards in this type of game,
providing much of the interest, some thought should be devoted to
their design, bearing in mind the following criteria:

1. A monster should only have variables and values which are
meaningful in terms of the rest of the game. This usually means
that those variables are related to the player—character vari-
ables, but, in the case of an ‘intelligent’ monster which can act in
the program independently of the character, other variables will
be needed.

2. The character should seldom encounter monsters which are
extremely powerful, comparatively speaking, unless asthe result
of amajor mistake (otherwise the game becomes ‘sudden death’).

3. No monster should be invincible, nor too easy to defeat! Actual
monsters encountered should either be in a range of powers, all of
which can be overcome by the character, or should have their
powers related to the current powers of the character.

4. Each monster should be different, not simply by virtue of the
magnitude of its variables but also in terms of its overall config-
uration, i.e., its name, its behaviour, the kind of problem it
presents, and consequently the choices or strategies needed for its
defeat.
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Broadly speaking, this gives us two kinds of monster— the monster
who is randomly encountered and the intelligent monster. The
random monster can be found at any suitable location, but the intelli-
gent monster will only be called by the program if certain conditions
are met. Random monsters are velatively fixed in their function,
which is to respond to the player, usually in combat. Intelligent
monsters may be programmed with more complex behaviour and
attributes, which may lead themto have purposes independent ofthe
character.

Letus work on the random monster, as this is the usual type in the
majority of adventures and is the easiest to design. Intelligent
monsters will be discussed in Chapter 8.

Wecanhold the data, the numbers describing each monster,inany
of a number of ways, the three easiest in BASIC being an array, a
character string, and a DATA statement. We will lock at each of
these in turn before considering the exact data we are going to store.
So we will assume a set of data made up of the numbers 1, 2, 3, and 4.
To hold such data in an array of one dimension would mean a differ-
entarray for each monster, which is a possible though usually clumsy
and wasteful method. It would be better, therefore, to use a two-
dimensional array in which one dimension holds the list of monsters
and the other the data for each of those monsters.

If our monsters were Bugblatter Beast, Qozler, and Giant Turnip
and their respective data were 1,2,3 and 2,3,4 and 1,3,2, then our
array can be thought of as the following matrix:

Bugblatter Beast 1 2 3
Oozler 2 3 4
Giant Turnip 1 3 2

The column here represents value and the row each particular
monster. If we called the array M, then a Spectrum BASIC routine to
create and fill such an array would be:

1¢ DIM M(3,3)

20 FORI =1TO 3

30 FORJ = 1TO 3

49 READ M(LJ)

50 NEXT J

60 NEXT I

7¢ REM BUGBLATTER BEAST
80 DATA 1,2,3

9¢ REM OOZLER

100 DATA 2,3,4
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11¢ REM GIANT TURNIP
120 DATA 1,3,2

To find the appropriate piece of data at any stage in a game the
program needs to know two things in addition to the name of the
array it is to consult. These are the number of the monster being
looked at (the row of the array) and the number of the value required
(the column on the array). If we were calculating a combat and
needed to know the attack value of the Oozler, we would use M(2,3),
the third item in the second row.

Arrays are very useful for this type of procedure, a process usually
known as random access because any random item randomly
selected can be accessed as easily as any other. However, arrays use
memory and if there are a large number of monsters in the game an
array to hold them all would use a great deal of memory, which would
be particularly wasteful ifthe values were onlyin a small range, such
as the 1 to 4 range above. The array M will use at least 20 bytes on
most systems, but nine numbers in the range 1 to 4 can be stored in
only five bytes, and could actually be crammed into less.

One way to save some of this memory is to hold the monster data as
character strings. Such a string can be declared at the beginning of
the program just as we might dimension the required array. For our
current example the declaration of the string would be:

LET M$="123234132"

This string would only occupy nine bytes, less than half that of the
equivalent array. However, to access the information in the string
requires a more complex procedure than just referring to an array
subscript.

In the first place we need to know in which section of the stringthe -
required monster data are held; then we need to know which piece of
datainthat section isrequired, and finally we have to turn the string
data into numerical data which can be used by the program. If we are
interested in the Oozler’s attack value, for example, we want section
2 (asubstring of three characters), item 3. We have to look along the
string in groups of three characters at a time till we reach the second
group and then look within that group till we find the third item.
Spectrum BASIC allows us to create a string function which can do
this job; other versions of BASIC would require a series of loops. The
function could be defined as:

DEF FN K$(M$ M, = M$((M-1) *3) +D
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M is the monster number and s the item number. When we want to
find the Oozler’s attack we write:

LET J$=FN K$(,2,3)

But we would then have to go through the process of turning the
character we have just extracted into a number by using VAL, so we
might as well make the function more complex in the first place:

DEF FN K(M,D=VALMS$,(M-1) *3) +D)
and use it by writing:
LET J=FN K(2,3)

This might not appear too complex. However, writing such astring
is more difficult. If we wanted to alter the Oozler's attack value
withinthe program anditwasstored inarray M, we need only write:

LETM(2,3) = x

where x is the new value. However, using a character string we have
to find the correct item, delete it, and insert the new item, having
turned x into a character. Again this could be done by a few lines of
program used as a subroutine, but functions can also do the job:

DEF FN A$(M$ ,M,I) = M$(1 TO (M-1) *3) +I-1) + STR$(X) +
M$((M-1) *3) +I +1 TO LEN(MS$))

It is not necessary to define all parameters for this function because
some are already defined in the rest of the program— M$ is the string
of characters we are using, M is the number of the monster, I the
number of the item we want to change, and X is the new value.

What this complex function does is to take the string to the left of
the required item and add that to the string version of the new value,
adding to the result theremainder of the string beyond the old value.
The old item is cut out of the string by selecting halves before and
beyond it, while the new value is inserted between them, in the
equivalent place.

This is a complex procedure, but probably worth while if you are
handling large amounts of data and available memory is crucial.
Storing data in this way does have two other defects, however.
Firstly, in an array random access means that it takes virtually the
same time to find any piece of DATA, regardless of whetherit is held
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at the start, the end, or the middle of the array. However, to process
the information in a string, particularly if using nested loops but
even with functions that access information in sequence, the further
the desired information is in the string, the longer the search will
take. Consequently, it is a good idea to store the data which will be
used most at the beginning of such a string and those used least at the
end.

In order for the functions to work properly the string must stay the
same length and the data cannot move position. This means that the
original string has to be the maximum length needed by the program
and all positions in it must be filled. Thus, if the values of particular
items are likely tochange from 1 to 20, each slot in the string has tobe
treated as a two-position slot from the beginning. This is true even if
only one item in the string will be two characters long. So our
example string would now be: “@10203020304010302” and all func-
tions would have to operate on items two characters long rather than
one.

One way to get around this problem, if we do not mind our data
being somewhat limited, is to use characters instead of numbers in
the string. Each character in a computer’s character set will have a
distinguishing code. For the Spectrum these are returned by the
function CODE; for other machines ASC serves the same function.
As most of these codes are two- or three-digit numbers, storing a
string of single characters is the same as storing a series of numbers
between 32 and 255 if we look at the codes of the characters rather
than their display values.

Unfortunately the codes up to 32 are usually control codes and are
difficult to manipulate in such strings, so if we want a range of
numbers starting at 1 we have to subtract 32 across the board. We
would also want to avoid the “character as this may cause problems
withstringhandling, sowe start ouruseful range at CODE 35, giving
us an actual range of 1 to 221. This is nevertheless a useful improve-
ment on the clumsy handling that number strings involve. Qur
sample string would now be “ #$%$%& #%$”. To decode it we use a
routine like the ones above, but substituting CODE for VAL. For
example, to represent 1 we must add 34 to 1 and then turn it into the
character equivalent of that number using CHR$. CHR$(35) is #.

To writetothe string we use function A$ above, again substituting
CODE for VAL. In both cases we must remember to subtractor add 34
to turn the actual range into the allowed range.

Our final method of data storage involvesdirect handling of DATA
statements. You may have noticed that in getting our data into an
array earlier in this section we read the data from data statements.
This means that, in a sense, the same data are held twice in the
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program— once in the array and once in the data. The reason that
arrays are used is that they can be manipulated with ease, whereas
string handling can be more complex and data statements cannot be
manipulated at all within a normal BASIC program.

Consequently, data can be read from DATA statementsbutcannot
be written to them. If our program is such that we do not want to
manipulate these data (or to manipulate them only temporarily and
not store the results), we might find that an array is a waste of time
and coding, and simply read from DATA instead. Some applications
of this are discussed in other chapters. However, the method is
simplicity itself.

Every monsteris given its own DATA statement on a separate line
ofthe program, the data being held in a known ordercorresponding to
thefixedorder of our array orstring. Then, tofind the particularpiece
of information we want we simply RESTORE the DATA pointer to
the correctline numberand READ DATA into asingle variable until
we have READ the correct number. If our Oozler's DATA are stored
thus:

1010 DATA 2,34
the following short routine finds the attack value:

5¢ RESTORE 1010

66 FORI=1TO3

70 READ A

8¢ NEXTI

99 PRINT “O0ZLER’S ATTACK VALUE IS”; A

Having looked at how we might store the monster’s character-
istics, let us take a brieflook at what those characteristics might be.

Itis generally better to give the monster a range of abilities as well
as a range of values. In a fantasy game this means such devices as
giving them magical powers, special forms of attack or behaviour,
and different descriptions. In a more realistic game, such as a wild
west adventure, personalities might be developed for different
‘monsters’ as well as giving them a range of skills (such as lassooing,
shooting, wrestling, rustling, drinking, gambling, etc.). For intelli-
gent monsters such differences are crucial.

The aim, of course, isto give variety sothat the playerdoesnot have
a good idea of what to expect and always finds something new about a
particular game. Any feature which can alter the player—monster
interaction is worth considering for incorporation— perhaps differ-
ent monsters communicate in different ways; perhaps the player can

21



befriend some monsters by offering gifts or by smooth talking; who
then accompanies him or her through the adventure; perhaps
monsters are of different ages, sexes, heights, weights, or religions
and consequently may be sensitive to certain kinds of remark;
perhaps some monsters have other friends or enemies within the
adventure; perhaps some monsters know information about others;
and so on. Almost any feature that can be found in a real-life
encounter or anovel can be programmed into a game by setting up an
appropriate routine and a database.

Youwill find in Chapter 10 a short routine which should stimulate
your imagination in this direction. What is important to remember,
however, inturning anyoftheseideasintocodeisthat abalance must
be achieved between the amount of program (memory, time, coding)
that is required and the effect of the monster on the game. If halfthe
programisused simply to generate one clever monster, foundinroom
100, the player is unlikely ever to appreciate the intricacies of your
design.

2.5 Objects

In an adventure program objects are of two kinds: portable and fixed.
Portable objects can be moved from location to location in the game,
but fixed objects cannot. In game terms this means that the fixed
objectisessentially a featureofa particularlocation— an aspectofits
description. From the player’s point of view there is no difference
between the output“You are in a dark and smelly tunnel’ and ‘There
is a brass candlestick hanging on the wall’ if no input of his can have
any effect on the description. Therefore from now on we will use the
word ‘object’ to refer only to items which can be moved from location
to location and will regard fixed objects as features of particular
locations.

Objects serve several purposes in adventure games. In terms of
player psychology they provide the immediate rewards (you will
remember that we previously analysed the game as being a strategy
designed to gain rewards). In other words, each time the player first
finds an object he can take with him or manipulate in some way he
has scored a little victory or "won’ part of the game.

In terms of the narrative realism of the story which forms such a
game, carrying things around is a key aspect of a plot, though some-
times the thing carried is information or ability rather than an
object.

In terms of the program structure, having objects is one of the
simplest ways of adding complexity and variety to our game. After
all, asmall game of 10 locations and 10 objects could give 100 possible
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events in the game; a large game of 1,000 locations and 100 objects
can give 100,000 events, which is probably more than even the most
dedicated Cad would care to solve.

Anobject may have nosignificance in the game, being some kind of
red herring, time waster, or obstacle, but it usually has a more
specific purpose. In the puzzle game it will usually form part of the
solution to the puzzle, e.g., to find the missing formula Cad must
enter a room with a locked door, so first he must find and bring the
key. In the combat game objects normally improve the character’s
abilities, making him or her more efficient in some other aspect of the
game. For example, finding a shield may improve the defence value
and hence the likelihood of surviving future combats; acquiring a
magic potion may increase the character’s strength and hence attack
value and/or ease of carrying other objects.

However, certain penalties may also go along with such advant-
ages. In puzzles it isoften the case that having found an object needed
to get past one problem, finding the object itself creates another
problem. Finding gold dust may help you bribe the bartender, but -
how do you now get past the bank robber? Finding a two-handed axe
adds eight to your attack value, but you cannot carry a shield so your
defence goes down by two.

From the programming point of view, therefore, an object can be
regarded either as a flag, signalling that a particular condition ismet
{(the object is found) and therefore certain consequences are permit-
ted, or as a function which acts on one or more of the character’s
variables, usually by increasing them. This means that objects may
be represented in our program in several ways, and one object may
have several representations. It also meansthat, just as the construc-
tion of monsters depends on the overall program structure, and
particularly the character’s structure, so objects must be thought of
as extensions of the character, modifying it according to built-in
rules and allowing certain developments in the game to take place.

Letusexplore anexample. Suppose we wanted a game in which the
player was a nineteenth century explorer in Egypt. One of the key
problems we can give Cad is the deciphering of hieroglyphics (a good
opportunity for some interesting graphics). We would want him to
start off with minimal skill in decipherment, but to be able to build it
up. He starts with D=10, which gives him a 10 per cent chance of
understanding any hieroglyphic he encounters. If, however, he finds
the Rosetta Stone he will have a dictionary of the majority of the
signs, so his chance goes up to 60 per cent.

Such ideas can easily be complicated without much extra coding.
Inside a pyramid or tomb, because of the darkness, the chance goes
down to a quarter of its normal rate, unless a lamp is used, in which
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case it is a half of the rate. If the player is able to decipher a magical
hieroglyphic then his chance goes up to 100 per cent for a limited
period, but if he commits sacrilege it drops to 5 per cent. Unfortun-
ately the stone is very heavy, so cannot be carried at the same time as
any treasure, and if a mummy sees the stone it will immediately
attack the bearer.

In this way a complex story potential is built around a few simple
variables, andeachelementisfitted together with all the others. The
monster and object are related (the mummy and stone) and character
abilities and the object are interrelated. The situation may affect all
ofthese and success can lead to further success. Yet there are possible
penalties and pitfalls, and the reward itself might be a peril (such as
in successfully using the stone to read a curse which is then
activated).

As with monsters, it is therefore important that objects not only
make sense in programming termsbut should also make sense in plot
and game terms. Good adventures are not a series of arbitrary
actions. Nor should they be a series of highly structured actions
which appear to be arbitrary. Good games, from the player’s point of
view, are not those which are well written but those which appear to
be well written. The effect of a game and its appearance is often more
important than its actual nature or content.
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TECHNIQUES IN
PLANNING THE GAME

3.1 Structures

Almost all adventure games can be reduced to a number of key
elements, the relationships between these elements being shown by
one simple flowchart. In this chapter we will look at each of these
basic elements and the whole flowchart, so that in the following
chapter these general ideas can be turned into a map and then a
game. Each of the following chapters takes one or more of these
elements and discusses them in detail, exploring some of the differ-
ent ways they can be handled.

The elements will vary slightly according to the particular
machine used (e.g., whether it has colour or high-resolution
graphics), but at the most general level all adventure games have
each of the following: some form of input/output, made up ofa textual
component (what is written on the visual display unit, such as a
description of a room and its contents), a visual component (perhaps a
graphical picture of that room or a flashing warning), a sound com-
ponent (magical explosions, beeps, and burps), together with three
structures— the game structure (what the rules of play are and how
they are to be carried out), the story or puzzle structures (what the
player is meant to be doing in the game), and the program structure
(how each of the above elements fits together in a way that a com-
puter can understand). This basic model of a game is shown in Fig.
3.1,

These are the seven areas we must consider at the earliest stage in
designing our game. Clear and original ideas at this first step will be
repaid later on. On the other hand, if we only have ideas on what the
game is about without considering how it will look to the player or if
we decide we are going to design a game using speech recognition but
we donot have any idea about how it willbe played, soonerorlaterour
coding will come to a complete stop, or need large amounts of
rewriting, or, if it ever is finished, result in a dull and unplayable
game. Of course you should not plan each of these areas in a way
which is completely separate from the others. They are convenient
abstractions to aid design, not completely closed categories which
must be adhered to. Later in this chapter we will look at some design

25



Input/output

Game Story
structure structure
Program
structure
Visual Textual Sound

Figure 3.1

strategiesthat may be used, but first we willmake a briefexamination
of each of the boxes in Fig. 3.1 in order to find the kind of content they
may have and the decisions it is necessary to make in filling them.

3.2 Story structure

Many adventure games begin with an idea for a particular story line
or scenario. Aha! you think, wouldn'tit be a good idea to have a game
about climbing down the inside of a volcano to the centre of the earth?
How about a game in which players sail the Kontiki across the
Pacific? You might wish there was a game where youcould travel the
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universe to piece together the history of an ancient race. However,
having had yourinitial flash of inspiration, youmay not know how to
turn that into a deseription which can be coded for the micro. After
all, many people have tried writing stories but there are only a few
Flemings and Macleans.

You do not need to be a great novelist to write a story, scenario, or
puzzle that can become the basis of a program. All you need to
remember are two things:

1. Astory is a series of linked events in which a character (or group
of characters) is changed in some way.

2. An event is made up of a place, a particular time, one or more
characters, one or more objects, and some possible actions or
consequences.

Now we can draw up our story structure. We write down, either
descriptively or asaflowchart, all the events we would like to include
and how they might be linked together. This in turn involves decid-
ing on the character or characters, how they might change (e.g., they
could become rich, be injured, learn to fly, etc.), what places or
locations there will be, what period it is set in (the Napoleonic wars,
the far future, prehistoric times), what kinds of objects might be
found or used (starships, treasure chests, maps, weapons, horses,
boats, religious relics), and what kinds of actions can be taken
{(whetherthe charactercan bekilled, can talk orwrite, can move from
place to place, whether objects can be carried and if so which ones,
whether magic or futuristic devices are to be included). You will find
at the end of this chapter a list of possible story lines which have not
been used much, if at all, in adventure games for you to adapt to your
own games.

We alsohave to decide onthe way or ways the story might end. Will
it only end when the main character is killed? Will there be a task to
fulfil or a problem to solve? Will a certain amount of treasure have to
be gathered or a particular social level reached? These questions
obviously relate to the game structure, because the ways our story or
scenario might end determine what counts as winning or losing the
game.

Toillustrate how we can do this, here is the framework for a simple
story.

Chief Iron Buffalo (the main character) must lead his tribe to new
hunting grounds before winter sets in. The tribe can pass through
mountains, forests, and plains (the possible locations) where they
may meet wolves, bears, the Long Knives, or settlers (these are the
other characters) and may find ponies, buffalo, and a magic
tomahawk (objects). They can chonse to attack, run from, or talk to
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other characters, to ride or hunt the ponies or buffalo, to take or leave
the tomahawk, and they must eat a certain amount of food each week
(possible actions). They might be given extra food, be shown a short
cut, or be attacked by other characters (further actions). Possible
consequences are that the tribe will starve, become lost in the wilder-
ness, all be killed by the white men and wild animals, revolt against
thechiefandscalphim, orfind newhunting grounds(storyendings).

Here are all the elements of our story. We must then decide how to
string them together and how to fit them with the six other basic
program areas. For example, what are the chances of encountering
settlers in the forest? Will there be graphic illustration of any
combats? How will the tribe move from place to place?

3.3 Game structure

All games have essentially the same structure— the player makes a
move; the consequences of the move are calculated; if the player has
won or lost then the game ends; otherwise that player or another
player makes another move. In the case of an adventure game there
are seldom moves in the traditional sense of, say, a move in Chess.
What happens instead is that the player is periodically presented
with a series of choices which represent the kinds of actions his
character(s) could take in the type of world represented in the story.
The choice made is the ‘move’ and its consequences will be some effect
on the character (he is poisoned) or on the world around him (he
breaks down the door) or on both (the starship explodes, hurling the
character into space).
This can be represented by a simple flowchart, as in Fig. 3.2.

1. Character options are printed.
2. Player chooses an option.
3. The effect of the choice is calculated.
4. The character is modified if necessary.
5. The game world is modified if‘ necessary.
6. If the game is over go to number 7; otherwise go to number 1.
7. End the game.
Figure 3.2
The kinds of options, choices, and modifications depend on the

story or puzzle structure we choose, but the basic flowchart remainsg
the same. However, there are obviously variations which can be
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chosen; otherwise adventure games would all be roughly the same
andrathertedious. For example, one of the options may lead immedi-
ately to a choice of further options without any modification of the
player or the world. The player could be presented with the following
list of choices:

1. ATTACK
2. HYPERSPACE
3. RESEARCH

If ATTACK is chosen, a second series of choices may immediately be
given, each of which is a subcategory of attack:

1. FIRE MISSILE
2. FIRE TORPEDOES
3. RAM OPPONENT

Such increasing specificity can be continued indefinitely, up to the
capacity of the micro used. Many micros only allow a limited number
of embedded subroutines which would restrict this kind of nested
specificity.

Asecond game variationinvolvesthe effect which the choice hason
the player rather than on the character or the world. For example, a
request for further instructions or to print the character’s current
status is a partofthe game structure which has no effect on the game.
However, it would be perfectly possible for such choices to affect the
game. For example, every time a player asks for instructions the
intelligence variable of his character could be reduced. This kind of
modification makes playing the game more skilful, and that is a
primary consideration in designing a game. An enjoyable game is
one that is difficult enough to be taxing yet easy enough to under-
stand. Abstract games such as Othelloand Chessare very popular for
just this reason— they are simple to learn but difficult to play well.
Similarly, the game structure of an adventure should make play easy
but good play difficult.

This iswhy there are twobroad categories of adventure game— the
puzzle game and the combat game. The former builds the game
structure around a puzzle or series of puzzles, each of which must be
solved in order to win the game. Here intelligence and imagination
are tested. The latter type of game is closer to the arcade game or to
the table top war game. The game structure depends on the tactics
and strategy of combat between the character and monster, with
decisions having to be made rapidly, and the consequences such as
injury having an effect on subsequent battles. This type of game tests
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reactions and tactical planning. The ideal adventure game should
combine both these approaches, involving player choices which are
intellectually challenging in asbroad a way aspossible, aswell asthe
challenge of quick reflexes and the traditional strategic and tactical
skills of board games.

A third variation is to alter the possible options and consequences
and/or to make them affect each other. In a good game a choice made
in the first few moves can have a significant effect on choices avail-
able much later on. Part of the game structure should therefore be a
description of how choices are related to each other. For example, if,
in Chess, you choose to place all your pawns on black squares you
make movement easy for your white bishop but difficult for your
black. Our game may involve designing a spaceship. If the player
chooses a great deal of weaponry, perhapshe should only be allowed a
slow ship. Or suppose a player finds a magic staff. In the short term
this may do him some good as he can now cast spells, but perhaps it is
cursed to destroy its owner in a room with goblins in it, which would
be a long-term disadvantage.

In particular, in designing a game structure we should decide on
how each option will function. No choice in an adventure game
should automatically result in success. Either the choice should
bring success only if made together with other correct choices (e.g.,
you must choose the black bow but only the white arrow) or there
should only be a chance of success represented by a function curve of
its probability. Such curves are at the heart of many games. For
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Figure 3.3
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example, suppose our game involved the character moving up the
social scale from peasant to king and each turn represented a year in
his life. As he goes higher up the social ladder his knowledge
increases. We could represent this by the curve in Fig. 3.3. However,
as he gets older his intelligence decreases, as in Fig. 3.4.

Suppose his chance of passing to the next social level depends
equally on knowledge and intelligence. Then the curve for age
against chance of increasing social level would be Fig. 3.5.

Asincrease in age isuniform (one yeareach turn) butsocial level is
variable so that keeping your chance at 50 per cent depends on
previously being successful (which initially you will be only 50 per
cent of the time), the actual curve of chance of success in increasing
social level as the game progresses will look more like Fig. 3.6, i.e.,
initially age and social level cancel each other out in determining the
chance of increasing social level, but as time goes on age becomes
more and more important.

Every probability in a game can be given a curve like this, and the
chance of winning the game will depend on the curve which summar-
izes the combination of all the curves. This can involve some very
complex mathematics. However, it is not necessary to go so far as to
compute all the curves of all the functions in our game, especially if
luck (the random factor) plays alarge part. What we have toensureis
that we choose functions, formulae, and algorithms which (1) make
sense in the world we are creating and (2) never produce 100 per cent
certainties. We must work out the consequences of a few sample

Intelligence

Age

Figure 3.4
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choices and play-test the most frequently used functions in our game
before we finally decide to incorporate them into the game. It is
always possible to adjust the formulae later on, but it is much better
to have a balanced structure worked out from the beginning so that
we do not have to resort to tinkering which could upset the whole
game.

You will find some appropriate suggestions for functions at differ-
ent points in this book as we explore each particular feature.

3.4 Input/output
SOUND

Many micros have no sound facility and others have Very poor ones,
s0 you may not wish to incorporate sound into your game. It is
certainly less worth while for adventure than for arcade games, S0 is
by no means essential. However, some micros have excellent sound
facilities and there are certain uses of sound which can enhance an
adventure game (see Chapter 8), so if we decide to use sound we
should do s0 early on in the design process to maximize effective use,
as with every other feature of the game.

The main decision we must makeinitially is whethersoundistobe
an integral part of the game, giving information which is not avail-
able in any other way (such as using musical clues as part of the
puzzle), or simply an enhancement containing no essential features
(e.g.,atuneplayedat the beginning andend ofeach game). Naturally

t
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sound can be used in both ways in one program. In the case of
non-essential sound it can always be added during the final stages of
coding, when we know how much memory there is to play with and
which sections of the game need such enhancement. However, essen-
tial sounds must be built into the design as early as all the other
essential information so that we can see how to fit it into the overall
structure and be able to develop aural effects parallel totherest ofthe
program rather than tagged on supertficially.

VISUAL

Unless your adventure only gives printed hard copy (as in play-by-
mail games, discussed in Chapter 11) there will always be a visual
component. The information for each turn will be displayed on the
visualdisplayunit(VDU). It may be entirely graphical, in which case
it will be an arcade-type adventure, or it may be entirely textual.
With the current generation of microcomputers it seems rather
wasteful to have no graphical output, but on the other hand graphics
can use a large amount of memory and adventures generally require
as much memory as possible for their logic. The traditional adven-
ture game is entirely textual, but there is an increasing demand for
games which use real-time graphics, colour, high resolution, three-
dimensional illustration, etc. As memory becomes cheaper such
developments will become more practicable.

It is a good idea, therefore, to make your first adventure mainly
textual as thissimplifies matters, but to set aside oneortwokilobytes
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of memory for experimentation with graphical enhancement, such
as in titles or warnings.

If, on the other hand, we want to illustrate every room and every
monster, or to use some form of animation, then we will need much
more memory, which will limit the size and scope of the program.
There are ways of using files on discs or cassettes which allow storage
of graphics outside the random access memory (RAM), thereby
giving the best of both worlds (but slowing down execution of the
program). For a discussion of this see Chapter 11.

For the moment we need to decide:

1. If we wish to use graphics
2. For what purpose
3. How much memory is to be set aside for this

Essentially there are three types of graphic display used in adven-
ture games, namely:

1. Decorative display, as in titles, flashing warnings, decorated
text, etc.

2. Nlustration, asin apicture ofthe monster the character is about to
grapple or the view seen upon entering a new location

3. Essential information, where the graphics hold information
which is essential to the game and not given in any other way,
such as when visual clues are used or an arcade encounter is
incorporated.

The first of these is easiest to do and can greatly increase the
attractiveness of a game, but strictly speaking is unnecessary and so
is often neglected. The third is most interesting, but also most diffi-
cult, so we will concentrate largely on the second. We should always
attempt to use amicroto the limits of its resources. One way to do this
isby aclever mixture of sound, graphics, and text which isnot merely
illustrative and could not be emulated in a board game.

Unfortunately, because of the many different implementations of
graphics, it is not possible to go into great detail about how a particu-
lar design could be implemented on a number of systems. Later
chapters will outline ideas which can be adapted for your particular
machine, but most of the graphics in this book use the Spectrum
system. Fortunately this has some similarities with other popular
systems.

Inplanning ourdisplay itisa good idea to draw up at an early stage
rough sketches of the kind of displays we wish to see. While it is
unnecessary to go the lengths of the film-maker’s storyboard, on
which every shot in the film is drawn before it is photographed, it is a
good idea to sketch the key pictures so that we can decide where they
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will fit into the program, how they will use available screen space,
how they can be mixed with text, which graphics mode(s) wilibe used,
and if our ideas are too ambitious for our skills or machine.

Eventually we will need to plot all the major displays on graph
paper or a special plotting sheet, but at the planning stage simple
freehand sketches are sufficient. Bearin mind that an illustration, to
be worth while, must be attractive, but a piece of important visual
information, such as a clue, can simply be a functional, unaesthetic
use of graphics. Remember also that one of the things that makes a
playerreturnagain and againtoagameisitslook and‘feel’, sopaying
some attention to how the game presents itself, including its output
on the screen, can be very important.

TEXT

Text is the most common form of input/output used in adventure
games. We need to consider how text will be used, how it will be
presented, how it will be stored, and how it will be processed. The art
of adventure design has a great deal to do with variety of text output
and versatile analysis of text input. Unfortunately, storing large
quantities of text uses large quantities of memory and in BASIC
string handling is generally slow, thus slowing down the game. Some
compromises will have to be reached.

We need to consider if all instructions will be included in the
program or if they will be described on an accompanying sheet; if
commands are to be normal English or abbreviated words, numbers,
or single letters; if some form of data compaction is to be used to store
more text; if description is to be full sentences or abbreviated words;
and if it is possible to use commands which can be interpreted in
different ways. We alsoneed to decide how to display the text and how
to do so in conjunction with any graphic displays. For example, if we
want text and graphics together on the screen throughout the game
we will need to define text and graphics ‘windows’ of some kind or
even several different windows for different purposes (such as one for
character update and one for choice of possible actions).

Each of the topics ‘screen display’, ‘data compaction’, and ‘text
processing’ deserves a book in its own right, so they cannot be
handled thoroughly here. Instead a number of relevant approaches
will be suggested, together with some BASIC coding routines which
deal with detailed examples. These can be incorporated at relevant
points in your own programs. Essentially, however, the principles to
abide by are:

1. Use anything which saves memory.
2. Use anything which speeds execution.
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3. Use anything which adds variety to the game.
4. Use anything which makes the program easier to play and more
enjoyable for the player.

Because of its fundamental importance it is worth considering
text at length in the planning stage. Text processing is often
neglected by BASIC programmers despite the fact that many
interesting procedures can be carried out. On the one hand we must
consider ways of making the game more attractive to the player, in
termsoftextual variety, correct spelling, easily read displays, etc. On
the other hand we must see if we can come up with any original ideas
forusing text, such as making a pun onthe player'sname, using jokes
inresponsetoplayermistakes, displaying text as fragmentsofparch-
ment found at different places in the game, using cypher routines
which change cypher from game to game, generating a series of
verbal clues, routines for ‘conversation’ with encountered monsters,
etc. Some of these ideas are developed in Chapters 7 and 8.

3.5 Program structure

When the ideas on the story, the game, and the forms of input and
output, together with some sketches of what the display will be like,
have been sorted out, we are ready to begin programming. An adven-
ture game is like any other program, but there are some aspects
which it is wise to pay attentton to and which may modify your
normal programming techniques.

Probably most important is the fact that an adventure game is
generally long. To be interesting it must be varied and complex as a
story/game/puzzle and this means that it will generally be varied
and complex as a program. The easiest way to cope with these three
related problems of length, variety, and complexity is to adopt a
modular structure. Modular programming is a good idea in general
because it prevents tangled nets of GOTO statements and encour-
ages BASIC programmers to adopt structured techniques which
make the transition to languages like Pascal and FORTH somewhat
easier. Modules enable us to test each section of a program as we
develop it and enable us to debug complete programs more easily.
Furthermore, modules can be used in different programs with little
ornoalteration, soonce we have writtenone adventure game weneed
never start from scratch with any other. The designs in this book are
therefore modular in nature, designed for versatility in use.

What is meant by modular design? Essentially it is the same as
dividing your program up into a number of subroutines, plus a main
program which calls each subroutine as it is required. In BASIC a
very simple program might look something like Fig. 3.7.
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19 GOSUB 100¢: REM INSTRUCTIONS

20 GOSUB 2¢¢¢: REM INPUT ROUTINE

30 REM COMBAT ALTERNATIVES

4¢ IF' A = 1 THEN GOSUB 3000

50 IF A =2THEN GOSUB 3509

60 IF A =3 THEN GOSUB 4000

70 IF A = 4 THEN GOSUB 4500

8¢ GOSUB 5¢¢¢: REM COMBAT

a9 GOSUB 6¢¢¢: REM IF CHARACTER IS DEAD THIS
RETURNSD =1

1¢¢ IF D = 1 THEN GOSUB 7¢¢¢ ELSE GO TO 1¢

11¢ END

1000 oo

2000 oo

ETC. oo,

70¢¢ REM END ROUTINE
Figure 3.7

Using a series of subroutines is not the only way to design a
modular structure, but it is one of the easiest. Each module or sub-
routine has a particular task— it may print instructions, or calculate
combat, or display spaceship movement. That task may be called
once or several times per turn. If called only once, and particularly
only once per game, there is noneed to put the module in asubroutine.
Instead it can be a clearly marked section of the main program.
However, to encourage flexibility and variety it is a good idea for as
many as possible of the subroutines to be capable of being called up
more than once, depending on conditions. For example, the combat
subroutine may be called if the player decides to fight, or, later, if the
monster decides to fight, or perhaps even if both wish to avoid fight-
ing but the ‘gods’ (i.e., a random number) decide otherwise.

If we have done our preliminary designs well it should be clear
what modules the program will need and in what order they will be
used. If it is not clear then our first programming task is to make it
clear by writing down all the ideas we have for the game and linking
themtogether. There are various methods for doing thisbutIsuggest
two:

1. The mind map
2. The general flowchart

The mind map is a way of generating ideas with links between them.
The flowchart is a way of structuring ideas in alogical and systematic
way.
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THE MIND MAP

Take a blank piece of paper and write in the centre the main idea
you have for the program (what it is about, how it will work, what it
will look like, what it is called). Then, as rapidly as possible, so there
is not much time to think consciously about it, jot down an idea,
phrase, or word which seems to be connected to that main idea. Link
the two together with a line. Think of another idea connected with
one of the two you now have on the page, write it down, and draw in
the link. Now write down another idea connected with one of these
three.

Carry onin this way, thinking up new ideas related to one or more
of the ideas you already have on the page and writing them down.
Then draw in all the major links to ideas already down. Do not pause
to evaluate any of the ideas. Just jot them down, as fast as you can,
and draw in the links. Carry on until you have definitely run out of
ideas. You should end up with something like Fig. 3.8. Here the
central idea I started with was ‘Mines of Merlin'.

Thisis your mind map. Itis a plan of the ideas you have about your
program or game linked in the ways that make most sense to you at
anintuitive level. Now take all the notes, lists, sketches, jottings that
you already have on the game and if they have not been incorporated
inthemind map add them and theirlinksat the most logical place(s).

You should find that certain ideas have many branches coming
from them, whereas others have only one or two. Those with many
branches are the main ideas, which will therefore become the major
routines in your program; those with only a few branches will be
small modules, used less; and those with only one branch do not need
to be separate modules at all but can be included in the larger idea
they branch from. For example, in Fig. 3.8 the ‘weapon’ routine and
the ‘retreat’ routine can be included in the ‘combat’ routine, but the
‘death’ routine will not as it may be called by another routine.

THE MAJOR FLOWCHART

A mind map crystallizes all our ideas and clarifies the relation-
ships between them, so that we can see what gaps there are and
whether the logicissensible. Howeveritisnot an exact description of
aprogram by any means. The best way to achieve this is probably by
constructing a flowchart or algorithm. This is a much more precise
model, but is more difficult to construct, particularly if we are still
unclear about some aspects of the program. So it is a good idea to
construct a mind map first to generate the ideas, as a way ofdoing the
groundwork, and then to turnit into flowcharts to make the relation-
ships unambiguous. You cannot easily code a program from a mind
map, but you can from a well-constructed flowchart,
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Figure 3.8

There are several examples of flowcharts in this book. Some are
quite precise, being quite close to an actual BASIC routine; othersare
very general, leaving some stages implicit or undeveloped. It is this
latter kind you should first aim for in planning your game, giving a
broad description of everything that will occur in the program, with
some indication of the order in which they will occur. Using the mind
mapinFig. 3.8 we might construct aflowchart like theoneinFig.3.9.

Having worked out the major flowchart we can then take each
block in turn, treat it as a separate module, and draw a flowchart for
all the processes involved in it (possibly by producing another mind
mapjust of that section}. Each of these processes should, ifnecessary,
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have its own flowchart. We continue in this way until our flowchart
begins to read like a program, and we are ready to code our module.
Asgsign line numbers to each of the blocks in the most specific drafts
and we can then begin to translate the stages of the flowchart into
appropriate lines of BASIC code.

. PRINT INSTRUCTIONS

. DISPLAY EXITS

. MOVE CHARACTER

. IF THE CHARACTER MEETS A MONSTER THEN GO TO 6

.IF THE CHARACTER FALLS DOWN A PIT THEN GO TO 9

. CALCULATE COMBAT

. IF CHARACTER IS DEAD THEN GO TO 10 OTHERWISE GO
TO 2

. DISPLAY THE PIT QUTPUT

. CALCULATE THE EFFECT OF THE FALL

.IF THE PLAYER IS DEAD THEN END THE GAME OTHER-
WISE GO TO 2

Figure 3.9
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Work through the ‘instructions’ module in Fig. 3.9 as an example,
Firstly, we decide that there will be written instructions displayed
before the game begins. Then we draw a flowchart like Fig. 3.9,
putting the instructions block in the correct place. Taking a separate
sheet of paper we produce a flowchart of the instructions module,
perhaps like Fig. 3.10.

1. FLASH UP THE TITLE OF THE GAME TEN TIMES

2. PRINT THE DESCRIPTION OF THE GAME .

3. DESCRIBE POSSIBLE PLAYER ACTIONS AND THE AVAIL-
ABLE CONTROL KEYS

4. PLAYER PRESSES ‘S’ TO START THE GAME

Figure 3.10

Each of the parts of Fig. 3.10 needs further elaboration. Instruction
might be redrafted like Fig. 3.11.

1. ADD 1 TO COUNTER

2. CLEAR SCREEN

3. PRINT TITLE OF GAME

4, TF THE COUNTER < > 10 THEN GO TO 1

5. CLEAR THE SCREEN

6. GO TO THE NEXT SECTION OF THE PROGRAM

Figure 3.11
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This looks very much like a BASIC program. It is only a small step
from Fig. 3.11 to a section of code like Fig. 3.12.

1I0FORI=1TO 10

20 CLS

30 PRINT “The Mines of Merlin”
40 NEXT 1

50 CLS

Figure 3.12

Although this piece of programming is elementary, the same pro-
cedure should be used for more complex tasks. In fact, it is more
important to use it for complex tasks because without it we may well
miss crucial stages of coding when it comes to actually writing the
program. Using a series of flowcharts like this may seem tedious, but
adventure games are very long programs and so are prone to many
different kinds of ‘bugs’. Time we may lose in the planning stage will
be amply repaid when we find we have almost no debugging to do.

However, this procedure cannot on its own ensure a perfect, bug-
free design. Other stepshave tobe taken. One importantthing todois
to ensure that the program is amply documented. Do not throw away
any design notes, make sure that all thoughts and changes are
written down at the time so they are not lost, and keep the program
full of REM statements. A good idea is to use increments of 10 linesin
writing your BASIC programs, and place all the REM statementson
lines ending with 9. In this way each section of code will have its
identifier immediately before it and you will know what lines to look
for as you scan through your program during development looking
for a key section. Then, when the program is finished, if you wish to
delete them {to save memory or to make the listing opaque for a user)
it is a simple task to go through and delete all lines ending in 9.

3.6 Example plan

Most of the principles discussed in this book will be illustrated
through the sample adventure games listed in Chapters 5 and 6,
which are also available on a separate cassette. Let us conclude this
chapter by showing how I thought up one of these programs, and the
design stages it went through before coding began.

Firstly, I decided I wanted to show as many aspects of program-
ming a puzzle game as possible, but in a way which was not too
complex to understand. I therefore wanted a reasonably conven-
tional game, so decided on a story based on a knight journeying to
Camelot. I wanted the parts to be modular so other programmers
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could use them if wanted, and I wanted some variety of input, output,
and player decisions as well as the usual text.

Because of the need to make the principles clear to someone rela-
tively new to the idea I decided early on that this specification for a
program was really too intricate and could better be done by two
programs rather than one—one basically a puzzle game and the
other a combat game, which is why the two adventures in this book
are so different in approach.

Atthispoint Isat down and drew up anumberof mind maps, oneon
all the aspects of games I wished to illustrate, one on all that I knew
about Camelot and knights, oneonother possible story elements, and
one on the game features I wanted to include. As a result of all this1
had my first major flowchart, shown in Fig. 3.13.

1. Instructions.

2. Display map.

3. Print description.

4. Input command.

5. Calculate effect.

6. If the player has not won or lost then go to stage 2.

Figure 3.13

At this point I also had some brief notes on the kinds of puzzle I
might have and a sketch of a simple screen display.

Only now could I think about coding but I could not go as far yet as
writing any of the program. I wrote down a list of all the routines and
modules that would be needed and assigned a large block of line
numbers to each one, trying to overestimate rather than under-
estimate the number of lines that would be needed for each. It is best
when doing this to remember that, when looking for a subroutine,
most machines, including the Spectrum, look through all the lines
starting at the lowest number until the right routine is found. There-
fore, it is best to put frequently used blocks early in the program and
infrequently used blocks towards the end. Typically routines for
movement and screen display would go at the start because they are
used at almost every turn of play, but instructions and initialization
routines, which are only used once in the game, would go at the end.
Though this seems slightly illogical, it can make the program run
much more quickly. However, if we want very fast execution we need
to use machine code or a compiler (which turns BASIC into machine
code), but these are beyond the scope of this book.
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Atthisstage, the programdesign for The Throne of Camelot was as
shown in Fig. 3.14, though as you will see later the final program
differs slightly from the initial design. The instructions, initializa-
tion routine, and DATA statements, which are usually only used
once, are at the end, whereas the most used routine are at the
beginning,

The main program, lines @) to 999, is actually no more than a part of
the initialization (which I placed here to make it easy to find during
programdevelopment), three calls to subroutines which in turn print
the instructions, complete the initialization, and print the first dis-
play,andfive linesofloopwhich dothe following: acheck isfirstmade
tosee ifthe gameisover; then the inputblock iscalled and ifthe input
isalright the appropriate verbblock iscalled; the verbblock will then
either call the movement block, which in turn updates the display of
map and verbal description, or will call one or more of the routines
from the object description and location description blocks; ifthese do
not end the game (by setting a variable called ‘dead’ to some value
other than zero) then the loop is repeated.

BLOCK 1 $-999 MAIN PROGRAM

BLOCK 2 10¢¢-1999 PROCESS INPUT COMMANDS

BLOCK 3  20¢¢-2999 MOVE PLAYER, PRINT MAP AND
PRINT DESCRIPTION

BLOCK 4  30¢0-3999 VERB ROUTINES

BLOCK 5  50¢8-5999 OBJECT DESCRIPTIONS

BLOCK 6 60¢0-6999 LOCATION DESCRIPTIONS

BLOCK 7 80¢9-8499 SET UP AND INITIALIZATION

BLOCK 8  8504-8999 INSTRUCTIONS

BLOCK 9 90¢0-9499 DATA STATEMENTS

BLOCK 10 990¢-9999 END ROUTINE

Figure 3.14

The block diagram represents the flowchart of controlwhich I drew
up (Fig. 3.15). The reason there are some gaps in the numbers in the
block diagram is simply that I left space for any major addition
thought up after the main design. In the event there were no addi-
tions, but thereis alogical space for any modification that youwish to
build into this program. Figure 3.14 shows the moduiar nature of a
program like this and Fig. 3.15 shows how such an adventure is
almost completely built around the IF ... THEN test.
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bo g

CUI

8.
9.

10.
11.
12.

13.
14.
15.
16.

17.

18,

INPUT NEW COMMAND

IF THE COMMAND IS A MOVEMENT

COMMAND THEN GO TO NUMBER 7

IF THE COMMAND REFERS TO AN OBJECT THEN GO TO
NUMBER 12

IF THE COMMAND IS'HELP THEN PRINT A CLUE AND GO
TO NUMBER 1

IF THE COMMAND IS ‘INVENTORY THEN PRINT THE
INVENTORY AND GO TO NUMBER 1

IF THE COMMAND IS NONE OF THESE THEN PRINT ‘I
DON'T UNDERSTAND’ AND GO TO NUMBER 1

IF THE INTENDED MOVEMENT IS IMPOSSIBLE THEN
PRINT*ERROR’ AND GOTONUMBER 1 OTHERWISE GO TO
NUMBER 8

MOVE THE CHARACTER

PRINT THE NEW DISPLAY

UPDATE THE VALUES OF ALL VARIABLES

GO TO NUMBER 1

IF THE COMMAND IS NOT POSSIBLE THEN PRINT'ICAN'T
DO THAT AND GO TO NUMBER 1 OTHERWISE GO TO
NUMBER 13

CALCULATE THE RESULT OF THE COMMAND

PRINT THE RESULT

UPDATE THE VALUES OF ALL RELEVANT VARIABLES
IF THE GAME IS OVER THEN GO TO NUMBER 17 OTHER-
WISE GO TO NUMBER 1

IF THE PLAYER HAS WON THEN PRINT ‘WELL DONE’
OTHERWISE PRINT ‘HARD LUCK’

END THE GAME

Figure 3.15

3.7 Suggested themes for adventures

FANTASY

Ll

o
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An underwater world (Atlantis, Mu, Captain Nemo)

A world entirely of winter

A world in the sky, peopled by winged creatures

A world inside a living organism (like The Fantastic Voyage) ora
machine (like Tron)

The player is to learn the magical skills of a lost race, not through
combat but by correctly interpreting a series of magical clues
A game based on a series of competing religions or magics, in
which similar symbols have differing meanings (hence
ambiguous clues) )




7.

8,

The player designs and plays as a monster of some kind, such asa
dragon or vampire

A game based on some unusual geographical feature, such as
ingide a volcano, on a series of floating islands, inside a glacier,
among tree tops or entirely on a cliff face

SCIENCE FICTION

1.

5.
6.

A planet with an unusual shape or topology, not a globe, such as
a world which really is flat, or a game based on Larry Niven’'s
Ringworld

A game in which the player has the role of a robot

A gameinwhichthe player isa machine, such asthe computerina
starship, the starship itself, or an exploratory vehicle on a new
planet

. The player chooses an alien race to role-play and must behave

within the constraints of that race (e.g., a giant insect or an
intelligent plant)

A game based on time travelling, in which players must pick up
clues from different milieus

Prevent the mad scientist from conquering the earth

HISTORICAL

1.

A game based on a remote or exotic culture, such as those of
China, Japan, Tibet, The Pacific Islands, or on the Incas or
Aztecs

. A game based on a particular historical period or event, such as

the rise and fall of Rome, the discovery of America, Alexander’s
conquest of Asia, the wars between Mongol and Chinese, or the
spread of Islam

. A sporting event or competition used as the theme, such as a

round-the-world yacht race, a season of cricket, a Grand Prix

. Real-world simulations, such as a game on the recording indus-

try, or advertising, or the cinema

Spies, espionage, and terrorism

An ecological game in which the player must take on a different
biclogical role
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PLANNING THE
DISPLAY

A crucial aspect of most games, but particularly computer games, is
the physical appearance of the game—what it looks like on the
screen. Thismeansthat youmust devote a great deal ofthoughttothe
display of your game. What will the player actually see? In agraphics
game the answer to thisquestion may control almost allother aspects
of the game and an adventure game may be the same if, for example,
it is primarily a maze to be solved or a real-time game. However, in
the majority of adventure games you cannot let the display be the
most important aspect; the structure of the game must come first.
You will, however, need to display text and probably to display
graphics, so you must decide how they will be shown and how they
will fit together.

4.1 Strategies and menus

The preliminary questions to answer are as follows:

1. Isthedisplay to be purely text, or purely graphics, or a mixture of
both?

2. Will there be any real-time interaction and, if so, what will the
time interval be for displaying information on the screen?

3. Do we wish to use any of the special features of the machine? For
the Spectrum this means deciding if we want to use any of the
following:

flashing colours
high-resolution graphics
use of the two-line separate screen
colour
user-defined graphics
4. How much information will be shown at a time?

There are two display strategies. The first is successively to add
lines to the display so that it is continually serolling up the screen.
This is the easiest method but one of the most untidy and unattrac-
tive. Itfills the screen with a great deal of information whichmakesit
difficult for the eye to find the exact piece it wants, and most of that
information is unwanted at any particular point in the game
anyway. Each time it scrolls the whole display moves up in a ragged
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way and, on the Spectrum, the need to answer the Seroll? request
adds an unnecessary complexity and delay to the game.

A slightly more convenient and attractive method is to clear the
screen at regular intervals. This can be done each time the screen is
filled, which saves the need for continual scrolling, but is better after
each block of information is shown. The displayed information is
divided into separate classes, each with its own subroutine or pro-
cedure, andeach classisthen called when it isrequired. Todo this we
would normally use what is called a menu-driven approach. Roughly
speaking amenuisasetofoptionsdisplayed onthescreenfrom which
the user makes his selection. He inputs his selection and the appro-
priate subroutine is called, clearing the menu from the screen and
displaying the appropriate information for that subroutine. For
example, the main menu might read:

Option Select

Combat 1
Refuel 2
Status 3

If the user wants the combat routine he types “1” and the display
changes to that of the combat routine. For example, it might show a
graphic display of the view seen by a spaceship’s combat computer.
Typing “2” might give a different graphics display, let us say a
real-time graphic game in which two spaceships shown on the screen
have to be docked together for refuelling.

It is quite possible that making a selection on one menu could lead
to the display of another menu, representing in effect a series of
nested subroutines. Therefore selecting option 3 above might result
in the following display:

Option Select
Fuel 1
Ammunition 2
Battle damage 3

Selection of one of these could lead to a further menu, and so on,
until the nesting limit of the microcomputer is reached. A series of
such menus is a way of guiding a user through the complex structure
of a program to the actual routine required. It is mainly used in
business programs and it is unlikely that you will produce a game as
complex as such commercial software. However, it is a useful way of
relating displays to each other. When the user has found his way to
the routine he wants and has carried out the task he requires by
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navigating through a series of screens of information (each of which
clears the previous screen), the screen will clear again and return to
the original menu. Thismenuis generally known asthe‘main menu’.

Using the scrolling method requires no planning or programming
at all as the usual method of most microcomputers is to display each
line of information at a time and scroll upwards when the screen is
full. To clear the screen at appropriate moments, whether using a
menu-driven system or not, demands careful programming. There
willusually be a BASIC command forclearing the screen, often of the
form used by the Spectrum, CLS. For most purposes we need only to
divide all output into appropriate blocks, place each block in a sub-
routine, and make the first command of each subroutine CLS. How-
ever, in some cases we might not want to place output in a subroutine,
e.g., in the instructions at the start of a game. In this case we must
compose each screenful of information so that it is easiest to inter-
pret, placing a CLS command after each successive screen.
Remember here that the screens will clear too guickly for anyone to
read, sowemust place adelayofsomekind atthe end ofeachsection.

There are two forms of delay—either causing the computer to
perform a process without result for a fixed period or to hold up the
program until the user inputs some information. Using the first
alternative meansthat the reader hasa predefined period in which to
read, which may be toolong or too short for some readers, but guaran-
tees that the rest of the program will be carried out. Using the second
alternative allows the user to read the information in his or her own
time, but involves some action to ensure continued operation. There-
fore an instruction explaining what kind of input is required must be
added.

The first type of delay can be achieved simply by using a repeated
loop, generally a FOR . . . NEXT loop, e.g.,

190 FOR I=1 TO 100
11¢ NEXT I

The precise interval this achieves will depend on the microcomputer
used, so has to be discovered by trial and error. The Spectrum has the
PAUSE command and other micros have commands like INKEY
which wait for a specified time or until a key is pressed. For such
micros the best method is therefore to instruct the program to wait for
along time using these commands so that plenty of time is given even
for the slowest reader. However, faster readers can interrupt at any
time simply by pressing a key. So if we decided that it takes 10
seconds to read a particular screen slowly, add a further 5 seconds for
good luck, multiply by 50 (the number of television frames that the
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PAUSE command waits per second), we can use a routine like the
following:

1¢ REM FIRST PRINT THE SCREEN

.................
...............

.................

4¢ PRINT “PRESS ANY KEY TO CONTINUE”
5@ PAUSE 750
6 REM NOW PRINT THE NEXT SCREEN

If your microcomputer lacks such commands, you must choose
between the repeated loop (above) or user input. As the input does
nothing more than allow the program to continue, it does not matter
what that input is, so it is usual to allow any key to be pressed. Aline
such as:

100 GET A$: IF A$="" THEN GOTO 10¢

will be allowable in most dialects of BASIC. The first part of the line
looks for the input character while the second part loops back to the
first if no character has been input, causing the loop to continue
endlessly until a character is typed in.

It is possible to write a small routine in most dialects of BASIC to
perform the same function as the Spectrum’s PAUSE, such as:

1¢¢ FOR I=1 TO 1009

11¢ GET A$

129 IF A$<>*" THEN I=999
139 NEXT I

However, different microcomputers use different forms of GET,
GET$, INKEY, and INKEY$, so you should make sure you under-
stand the quirks of your own system thoroughly.

4.2 A look at windows

A better method than either continual or periodic screen-clearing is
to use screen ‘windows’. A window can be thought of as a section of
screen defined for a particular type of display. For example, the BBC
micro allows you to define separate text and graphics windows, using
separate portions of the VDU screen. In the text window only text
appears while in the graphics window only graphics and text treated
as graphics appears. These windows may be any rectangular portion
of the screen.
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Such a capability is, however, non-standard, so we would normally
have to write our own software routines to create such ‘windows’. In
the case of the Spectrum two windows are already defined. The top 22
lines form one window and the bottom 2 lines another. From BASIC
the lower window can usually only be used in INPUT statements,
which rather limits its usefulness. As an INPUT statement is in
many ways like a PRINT statement in Spectrum BASIC we can use
the bottom window to display text. For example, we could write a
‘press any key’ routine which printed a sentence in the bottom
window, the actual sentence being chosen according to circum-
stances.

Suppose we had three types of advice in our game, held as three
strings, namely:

13 LET A$ = “I wouldn’t do that if I were you”
20 LET B$ = “You can’t do that”
30 LET C$ = “You need more strength”

We would therefore have routines elsewhere in the program which
chosethe appropriate warning, depending on the circumstances. The
result of the routine would be to assign to the warning string W$, one
of these chosen warnings, with a statement like:

200 IF A=2 THEN LET W$ =B$

This could be read as ‘If the circumstances are such that the player
cannot do what he wants to do then the warning will be “Youcan’t do
that”. To print the chosen warning in the bottom window we would
call our special INPUT subroutine which looks like this:

500 INPUT (W$); AT 2,0; “Press any key to continue”; Z$
51¢ RETURN

In other words, we can use the same subroutine to print any sentence
we like in the bottom window, providing that sentence has been
assigned to W$.

This gives us a hint as to how we can create windows on other parts
of the screen. We can write subroutines which print variables at
certain positions on the screen and assign to these variables the
actual values or strings we want to be printed. This solution is in
many ways more elegant and useful than having to put the AT or
TAB coordinates in every PRINT statement, because we only have to
calculate the necessary coordinates once for each window and then
hold them in the subroutine.-However, if you prefer you can define
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text windows so that every kind of PRINT statement must be in a
particular place on the screen and must therefore have the appro-
priate AT or TAB coordinates.

This can be demonstrated easily. Suppose we wanted two small
windows for text, one displaying the current strength and magical
power of the player’s character and the other a list of the things he
could see. In the first case this would probably be two numeric
variables which would be updated at regular intervals. So the up-
dating routine can also be the PRINTing routine, as follows:

109 REM FIRST DO THE CALCULATIONS

.......................

14¢ PRINT AT 1,3¢; STRENGTH
15¢ PRINT AT 2,3¢; POWER

This works very well. As the variables STRENGTH and POWER
change throughout the game they are updated and immediately
PRINTed over the old values.

For our second class of output, a list of items, thismight not work so
well. Presumably in the whole game there will be a large number of
things to be seen, but the character willnotbe able to seeallof themat
any one time. This implies that the list will vary from situation to
situation. Sometimes there will be no objects and sometimes there
will be many. Consequently the techniques of overprinting an exact
location will not work, especially as strings tend to be of different
lengths. What is needed is a routine which fills as much of the
predefined window as is needed with the current text, but also clears
the whole of the rest of the window in case the previous text printed in
that area took more room.

Let us suppose that no list of items will fill more than three lines of
the screen. Therefore we need a three line window, a routine to clear
that window, a routine to put together the actual text from the set of
possible strings, and a routine to PRINT the chosen text in the correct
window. Let us use the last three lines of the Spectrum screen (lines
19, 20, and 21) and suppose that the items are listed as items in the
array X$(10). From the set of possible variables the program has
selected X$(3), X$(5), and X$(8) which are ‘a sledgehammer’, ‘a fir
cone’, and ‘a green and gold necklace’ respectively. This list will be
preceded by the phrase “You see:”.

Firstly, we produce a list of items using the string concatenator
(the plus sign) to turnour separate strings into one string, adding the
chosen items to the phrase “You see:”. The routine has to know how
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many items to look for and what they are, so the choosing routines
will compile a string (L$) made up of the numbers of the selected
items in the array X$. In this case L$ will be “358”, The length of the
string L$ tells the display routine how many items to look for and to
add, as well as the actual item numbers. This is done by lines 60¢ to
640 below. Line 650 then clears the selected window by PRINTing
three blank lines. Finally line 66¢) PRINTSs the new string at the
correct position:

600 REM TO PRINT A COLLECTION OF STRINGS AT A
PARTICULAR POSITION

610 LET P$="You see:”

620 FOR I=1 TO LEN(L$)

630 LET P$=P$ + X$(VALL$D))

640 NEXTI

650 PRINT AT 194.,..,,

669 PRINT AT 19,0;P$

The same procedure can be used whatever the number of lines of
screen or the number of items in the list. Simply change the number
of commas in line 650 and the PRINT AT number. However, suppose
we want a window on the left-hand side of the screen rather than the
top or the bottom, and a window which is only, say, eight characters
wide. We will have to PRINT only eight blank spaces, not complete
lines, and each successive eight-character string must be separate. It
cannot be printed as one continuous string or it will overwrite a
portion of the screen outside the desired window.

Inthis case we will have to use variables as specifiers of the PRINT
position so that the vertical position can be incremented foreach new
PRINT item. Let us rewrite lines 600 to 670 to produce an eight-
character by six-line (maximum) window on the left-hand side of the
screen, starting five lines down:

6¢0¢ REMTOPRINT A COLLECTION OF STRINGSIN AN8X 6
COLUMN ON THE LEFT

620 FORI=1TO 6

630 PRINT AT 4+, ¢;*  ”;REM 8 SPACES

649 NEXT I

650 FORI = 1 TO LEN(L$)

660 PRINT AT 4+1, §;X$(VALLSD)

679 NEXTI

From these two examples you should be able to see how text
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windows can be defined almost anywhere on the screen. Every separ-
ate PRINT position is itself a text window, so the maximum number
of windows would be the number of these positions (22 x 32 = 704),
though you will seldom want more than two or three. The key pointis
to decide as early as possible how many windows you require and of
what size. It makes sense to write the PRINTing subroutines before
you have decided on all the text you are to display, but this should be
done after you have classified the types of text you will show. It also
makes sense in the planning stage to draw a rough sketch of the
windows making a full screen display so that you can get an idea of
how cluttered or organized the screen will appear to a user.

There are three major advantages to using text windows, Firstly, a
clear and attractive display is produced which is pleasant to see, well
organized, and easy to understand. Secondly, the process of deciding
what to print, where, and when is simplified. And, thirdly, by using
text windows a large amount of information can be displayed on the
screen at one time without chaos. Several classes of information can
be displayed simultaneously without the need for scrolling, menus,
or constant screen clearing. Of course, you can also use one window
for several purposes, as if it was a miniscreen. If you wish to do this,
and the window-cleaning routine is complex, it is often betterto have
this as a subroutine separate from the PRINTing routine, but called
by it. In this way several different types of text can use the same
cleaning routine and the same window without the need to duplicate
code.

Graphics windows on most machines can be defined in a similar
way by using graphics coordinates, which are called the PLOT posi-
tions in most systems. The Spectrum has an advantage over several
systems because its text and graphics screens are identical. Thus the
method used to create graphics windows can be identical to that used
to create text. The only crucial differences are that the graphics
windows will be defined using PLOT and DRAW rather than PRINT
AT, and the reference point or origin is the top left-hand corner for
text but the bottom left-hand corner for graphies.

Suppose we want two graphics windows. The first is eight charac-
ter positions square, starting at the bottom left corner, while the
second is ten by four in the top right. Remembering that each charac-
ter position is an 8 X 8 matrix of pixels (see Chapter 17 of the
Spectrum manual) this gives us a window of 64 x 64 pixels and
another of 80 X 32. Soone window has the PLOTting coordinates §,d;
0,64; 64,0; 64,64; and the other has 255,153; 175,153; 175,175; 255,
175. These become the maximum and minimum coordinates for
PLOTting within. If we wish to turn the second window cyan and
draw a circle on it, we could use the following routine:
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100 FOR X = 175 TO 255 STEP 8
11¢ FOR Y = 153 TO 175 STEP 8
129 PLOT PAPER 5;X,Y

1390 NEXT Y

14¢ NEXT X

15¢ CIRCLE 215,164,5

Naturally we could print at the same area using a cyan block
graphic to achieve the same effect.
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CONTROLLING
MOVEMENT

5.1 Keys

It is usual in adventure games as well as graphic games to control
player movement by use of a set of keys. Normally these would be the
cursor keys, or the arrow keys (with the arrows representing the
chosen direction), or the keys N,S,E,W (for north, south, east, and
west), or in some cases the number keys, especially if a numeric
keypad is available. In practice any set of keys could be used and it is
possible to define a ‘graphics keypad’, that is to say, a subset of the
keyboard made upofnine keysin asquare, with the orientation ofthe
external eight keys representing the points of the compass, and the
central key either ignored or used for a special action, such as the
ubiquitous *hyperspace’. On a QWERTY keyboard the most likely
graphics pad is the sector shown in Fig. 5.1.

Q WE
A S D
Z X C

Figure 5.1

Having decided on the set of keys which will control player move-
ment we must design a routine to interpret the keyboard.

5.2 Moving a character

The method used to move a player through the different events in a
game depends on the type of game and the nature ofthe events. Ifour
game has aconstant graphicdisplay we would probably use method C
or D below. If, on the other hand, our adventure game is primarily
textual we will probably use a method like E. However, the simplest

methods are those Il have called A and B: A israndom movement and
B is seeded random movement.

5.3 Method A: random movement

Whether our adventure is textual or graphic, we can make the link
between successive events purely random. In this case there will be
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no map as such because returning to the same ‘location’ may well
resultin adifferentevent. A typicalstructure mightbeasinFig. 5.2.

. PLAYER MOVES PIECE

. GENERATE A RANDOM NUMBER BETWEEN 1 AND3 =R
. CHOOSE A SUBROUTINE ACCORDING TO R

. DO CHOSEN SUBROUTINE

Figure 5.2

Lo b

Hereonly three types of event are possible, called routines1, 2, and 3.
The choice of a particular routine is made only when the player
makes a move butisrandom, i.e., unrelated to the actual move made.
Ifthe player moved south and then north, i.e., returned to the same
position, there would be only a third of a chance that the same event
would occur at that location. For such a routine it makes little sense
to build a map into our program as the player’s ‘movement’ is purely
illusory.

5.4 Method B: seeded random movement

This method is probably the most economical on memory, which is
useful for machines with only a small amount of RAM or for programs
where anunusual amount of memory isrequired for storingdata. Put
simply, each time the program is run a different map will be gener-
ated, but that map remains the same, unalterable, throughout the
game. The ‘map’ is actually a series of numbers, but only an
extremely able mathematician would be able to predict the map from
theinitialrandomly chosen number. The method worksasin Fig.5.3.

1. USE A FORMULA TO CREATE A NUMBER WITH A
DECIMAL POINT
2. GET RID OF THE INTEGER IN THE NUMBER

3. USE THE FORMULA TO INDICATE POSSIBLE
DIRECTIONS

4. USE THE FORMULA TO CALCULATE EVENTS
5. NEXT MOVE
Figure 5.3
Because the formulaisthe same and the sequence of numbersisthe

same throughout, the result of the formula will be the same at a
particular ‘location’ every time it is run.
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A Spectrum routine to do this is used in The Mines of Merlin in
Chapter 6. The key linesare lines 100¢ to 2220. Line 220¢ iswhere the
seeded random function is used for movement and line 8¢1% is where
it is defined. Each of the digits in the decimal part of this number can
be used to control different events, as, for example, digit 2 is used to
control selection of the main event in line 5486,

5.5 Full secreen movement

This is a graphic method which moves a character, which may be one
of the ASCII set or a predefined character, across the screen. If you
wish to use a user-defined character it should be defined before the
routine is run. Essentially the method works by displaying the
character at a certain point at the screen, using PRINT AT, or, if
memory-mapped graphics are available, POKEing the screen loca-
tion. When the character is moved a space will be printed at this
location and the character now PRINTed or POKEd at the new
location. The routine therefore has the following stages shownin Fig.
54.

PRINT/POKE CHARACTER AT OLD LOCATION = OL
INPUT MOVEMENT

CALCULATE THE NEW LOCATION = NL
PRINT/POKE SPACE AT OL

PRINT/POKE CHARACTER AT NL

LET OL=NL

GO TO 2

Figure 5.4

NS gk e

A Spectrum routine to do this is Fig. 5.5, which is used in the
Treasure Trove program in Chapter 8.

The method becomes more complicated ifthe screen over which the
character is travelling is not itself blank. There is little point in
having a blank screen, however, so we will want to PRINT or POKE
at select locations on the screen characters representing locations in
the game and hence possible encounters. For example, let us have a
lake routine and a castle routine in our program. We will represent
the lake by O and the castle by * to keep things simple, though
user-defined graphics will give better results (see Chapter 8).

Using a visually mapped screen in this way means that we must
add two further subroutines to our movement routine. The first must
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809 REM MOVES “p” AROUND SCREEN
890 LET x=¢: LET y=0
900 LET a$=INKEYS$: IF a$="" THEN GO TO 9¢¢
905 LET p=x: LET q=y
910 IF a$="5" THEN LET x=x-1
920 IF a$="6" THEN LET y=y+1
930 IF a$="7" THEN LETy=y-1
940 IF a$=8" THEN LET x=x+1
950 IF y>2¢ THEN LET y=2¢
960 IFx>31 THEN LET x=31
979 IF x<@ THEN LET x=0
98¢ IF y<¢p THEN LET y=0
99¢ PRINT AT q,p;*”
1009 PRINT AT y,x;"p”
1019 GO TO 909

Figure 5.5

check to see if the position the figure will be moving to (NL) contains
the lake or castle. If so it must record the fact (e.g., by setting a flag)
and call up the appropriate event. The second routine must use the
flag to reprint the castle or lake character after the figure has moved

on. So the first would look like Fig. 5.6.
1. IS NEXT LOCATION (NL) A SPACE?

2. JF IT IS A SPACE THEN RETURN TO THE MAIN ROUTINE

3. IF ITISN'T A SPACE CALL THE APPROPRIATE ROUTINE
AND SET THE FLAG TO THE CORRECT NUMBER

4. RETURN TO THE MAIN ROUTINE

Figure 5.6

Ifthe graphics being detected have standard character codes, these
codes can be used as the values of the flag and be passed therefore to

the second routine, which would look like Fig. 5.7.

1. IF FLAG IS SET TO ¢ THEN RETURN TO THE MAIN

ROUTINE

2. OTHERWISE SELECT THE CORRECT CHARACTER

ACCORDING TO THE FLAG NUMBER

3. PRINT AT THE OLD LOCATION THE SELECTED NUMBER

AND RETURN TO THE MAIN ROUTINE

Figure 5.7
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5.6 The Ramtop map

A short routine using the machine code provision of BASIC (i.e.,
PEEK and POKE) can be used to store a map as a series of bytes and
another routine can be used to recall the set of bytes around the
current player location to control movement and print environment,
This technique can be used for simple or more complex purposes but
‘the principle remains the same. Firstly, it is necessary to reserve
sufficient memory for storing the machine code map. On the
Spectrum this can be done by resetting Ramtop, and similar relocat-
able pointers for the highest location of user RAM exist for most
systems (e.g., HIMEM on the BBC). The reserved memory must be at
least as large as the total number of locations in the map.

Into this reserved area is POKEd a series of bytes, each represent-
ing one location in the map. These bytes can then be used as the code
for a description of the player’s current location, or even for direct
visual mapping. Let us take the latter first. Suppose the map is a
series of rooms arranged within a matrix of 12 X 12 posgible loca-
tions. Within these possible 144 locations, 48 are rooms and 96 are
blank walls. Each of the 48 rooms will be given an identifying
number and the blank walls @, so that the whole map if drawn looks
something like Fig. 5.8.

1 2 3 4 5 6 7 8 9 1¢p 11 12

1 ¢ o 1 ¢ ¢ ¢ o 0 o6 0 06 0

2 0 0o 2 ¢ ¢ 0 o 0 o o o 0

3 ¢ 12 3 4 5 24 ¢ ¢ 0 0 o 0

4 @0 13 ¢ 6 @ 23 25 26 32 44 45 ¢

5 ¢ 14 ¢ 7 21 22 ¢ ¢ 33 ¢ 0 0

6 0 15 16 8 ¢ o o0 0 34 o ¢ ¢

7 @6 ¢ 17 ¢ ¢ 28 37 36 35 ¢ 0 ¢

8 @ ¢ 18 19 20 27 ¢ ¢ 38 46 47 ¢

2 9 0 ¢ 9 © 29 ¢ 06 39 0 0 0

9 0 0 ¢ ¢ o6 30 ¢ 0 49 ¢ ¢ ¢
11 ¢ ¢ 0 ¢ ¢ 31 43 42 41 48 ¢ O
12 ¢ ¢ ¢ ¢ o ¢ ¢ 0o ¢ 0 9o 0

Figure 5.8

Thgn after each movement the player can be shown his current
position on the map by displaying the eight locations around him,
together with his current location. This obviously works well in

conjlgnction with the ‘graphic keypad’ method of controlling move-
ment.
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If any of the surrounding locations are @ they will be displayed as a
wall character, such as the graphicsblock above the Spectrum 8 key.
If greater than @), the display will be a blank space. Thus, ifthe player
is at location 9,11 in the above matrix, the map of his surroundings

0

Each time the player moves not only will the map be updated but a
test will be made beforehand to see ifthe player can move tothat next
location, i.e., testing tosee ifthe nextbyte (location) is greater than @.
To use such a matrix we would need to reserve 144 addresses and
POKE intoeachin turn the appropriate value. The first 12 addresses
will be locations 1,1 to 12,1 on our map; the next 12 addresses will be
1,2t0 12,2, and so on. Thus if the first address is 32120 (decimal), we
would POKE @ into it— similarly with the next address(32121). But
32122 would be given the value 1. An easy way to achieve such a
series of POKEs is as follows:

Figure 5.9

50¢ LET P= 32119: REM ONE LESS THAN THE START
ADDRESS

51¢ FOR I= 1 TO 144: REM THE NUMBER OF BYTES

52¢ READ A

530 POKE P+LA

54¢ NEXTI

550 DATA 0,0,1,8,0,0,0

560 DATA 6,0,2,0,0,6,0,0,0,9,

570 DATA ¢,12,3,4,5,24,0,8,6,0,0,0

ETC.

To read a map like this in checking the player's movements and
printing the map, we simply PEEK theninerelevant bytes. [f X is the
horizontal position of the map and Y the vertical, then the locations
around him will be x-1,y—1; x,y—1; x+1,y—1; x—1,y; x+1,y;
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x—1,y+1;x,y+1; x+1,y+1. However, the map is kept in memory not
as a matrix but as a sequence. Each x is 1. Each y is 12. To find the
desired byte we must make it x+(y*12). So if the player is located at
point 3,2 in the matrix then x=3 and y=2, and we need to read the
byte located at 32120 plus 3 plus 2*12 = address 32147. The bytes
gurrounding the position are thus 13 less, 12 less, 11 less, 1 less, 1
more, 11 more, 12 more, and 13 more. We can draw the nine necessary
bytes using the following routine:

60p LET P=32120 +X +(Y*12)

610 LET Q= PEEK(P-13): IF Q=0 THEN PRINT AT (relevant
screen location) (block graphic)

62¢ LET Q= PEEK(P—12): IF Q=0 THEN PRINT AT (next screen
location) (block graphic)

etc.

This search can be reduced to a formula as we will see in the next
section.

5.7 The puzzle game design

We have spent enough time looking at theory and method; let us now
actually create our first game. We will make it a puzzle game to use
some of the mapping techniquesjust discussed, but if we aretohavea
puzzle game we first need a puzzle. Usually this takes the form of a
maze, so we will beginourdesign with the map ofour maze. Because it
is a puzzle that has to be solved it will be fixed in form, and does not
change from game to game. However, because we are going to use a
modular design our method allows the same routines to be used with
different maps. The game can be changed totally by changing the
map, yet in programming terms this might be nomore than changing
five or six DATA statements, perhaps only one or two hundred bytes
of information. Unfortunately, however, it is usually a little more
complex.

We will now design a map, then code it, then look at ways that
routine is used in the game and ways that it can be changed for
different games.

The maze in an adventure game is a combination of disorientation
(asin areal maze like Hampton Court) and logical complexity (some-
thing like a crossword). The logical maze can be thought of as an
algorithm or flowchart. Cad has to work through all the stages of the
algorithm in the correct order to produce the correct result from a
program. The algorithm is a series of obstacles to be overcome.’
Usually each obstacle, each separate problem, will be solved by
bringing the necessary object or objects to a particular location and
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doing the right thing with it/them.

Thefirst stage ofdesignistherefore tolist the sequence of obstacles
or solutions. We can write each obstacle location as a ‘need’ location,
meaning that you need a particular object to pass through that
location, and eachsolution location asa‘get’ location, meaningthat it
isthe place where Cad will find what is needed to overcome a particu-
lar difficulty. At this stage we do not need to worry about what the
obstacles might be nor what cleverness might be added to the
obstacle/object relationship; we simply draw up a map of the
sequence of ‘gets’ and ‘needs’ required to solve the overall puzzle. For
every ‘need’ location there will be at least one ‘get’, though we may
have some ‘gets’ without ‘needs’, i.e., red herrings. We will use the
letters of the alphabet to show that two locations are linked in this
way. We will also draw up our map from the final location (the
player’s goal) backwards to the start position.

This game is to be called The Throne of Camelot, so we will make
the player’s goal the City of Camelot itself. The previous location will
be the final obstacle, so this will be NEED Z. Therefore earlier in the
program there will be a GET Z square. If we work backwards in this
way we will end up with a list like Fig. 5.10.

START
GET J
NEED J
GET K
GET L
NEED K
GET M
NEED M
NEED L
GET N
NEED N
GET R
GET Y
GET P
NEED Y
GET Q
GET H
GET S
NEED H
GET X
NEED X
GET 1
NEED P
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NEED Q

NEED R AND NEED 1
GET Z

NEED S

NEED Z

END

Figure 5.10

If this was a list of locations it would look like a corridor with a
series of rooms. If Cad goes along the corridor from room to room all
the obstacles will be found in the right order. This would be pretty
pointless. So instead of just a straight line, or a corridor, we have to
draw a map which allows the player to travel along many different
routes and gives him a number of choices. To do this we can add
‘empty’ locations, i.e., locations which have no importance in the
game, though they may appear to have (such as by containing red
herrings). We can draw up a network map in the following way:

1. Firstly draw the starting square and a route out of it.

2. Draw another square with more than one exit route. At each exit
route draw another square. In each of the blank squares write E
(for empty) or write the first GET or any NEED on your list. Inour
casethey are GET J and NEED J, So our map might look like Fig.
5.11.

NEED

START E — GET J

Figure 5.11

3. The player cannot go through a NEED square until he has passed
through the relevant GET square. In this case his route would be
START—E—GET J—E—NEED J. However, he can pass
through GET squares, so now we draw routes out of the GET J
square. These cannot lead to any more GET squares because Fig.
5.10, our logical map, says Cad has to pass through NEED J before
he receives any other rewards. Thus every route out of the GET J
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square must terminate in a NEED square, though the routes
could pass through empty squares. The route of the NEED J
square must also eventually lead to GET K, s0 we can add some
squares, as in Fig. 5.12.

GET K
1
NEED
J
START ol E i GET ] E L | xEED
J N
NEED NEED
L Q

Figure 5.12

4. The next stage after GET K is GET L, so we can add routes out of
GET K which lead to GET L. However, since he already has K, the
player could be allowed to by-pass Liand go straight to NEED K. If
hedoesthis, hewilldiscover at alaterstage that he needs L, sowill
have torevise his strategy, but thisis what the game is about. The
relevant part of the map' will look like Fig. 5.13.
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GET K — E " E — GET L
NEED NEED

J K

GET NEED
— E — — E —_—
START J N

NEED NEED

L Q

Figure 5.13

5. Youwill seethatone of the routes out of the NEED K square is the
next stage on our map, i.e., GET M. Another is to NEED M, which
is a dead end until GET M has been reached.

6. We carry on in this way, making sure that there are no routes
whichmake it possible for a playertosucceed by by-passing stages
inour elementary flowchart. It does not matter if this can be done
temporarily, i.e., by ‘making a mistake’ (as in neglecting to GET
L), as long as the player has to go back there eventually. Figure
5.14 shows the network map I used for The Throne of Camelot. If
you follow its routes you will see that you have to visit all the
squares to get to Camelot, and you have to do most of them in a
fixed order, but you also have to retrace your steps several times.
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We have now completed our basic network map, which combines
the logical structure and the maze structure. We can therefore add a
little variety to the plan. Various ways to do this are discussed
elsewhere in the book, but some simple ones are:

—

. To make more than one object necessary to pass through a par-
ticular NEED square. You will see that my network includes
several of these.

To make some objects prevent Cad going through some squares.
This can be very frustrating to the player, especially if he finds
that anobject he hasjust discovered after a long search causes him
to be killed in the very next room.

3. Toadd extra puzzlesor problems which act as NEED squares, i.e.,
obstacles, but do not need objects or solutions from elsewhere in
the game. For example, the player might have to unravel an
anagram to proceed further. An anagram routine can be found in
Chapter 8. We will add two extra puzzles to Camelot.

o

When all this is done we can finally draw the map we are going to
store in our program. Use gridded paper which gives enough room for
all the squares needed in each direction. We must add some space to
our map so that the only squares which are adjacent toeach otherare
those which can be travelled to. Our map is not drawn like Fig. 5.14
but like Fig. 5.15, because it is not possible to travel directly from
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START to GET N. The reason for adding these gaps, and consequent-
ly extra empty rooms, isbecause ofthe mapdisplay routine we will be
using. The routine displays the square currently occupied by the
player and its surrounding squares, as described in Sec. 5.6.
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Figure 5.15

Figure 5.15 shows our completed map for Camelot. Note the addi-
tions— some more empty rooms, the NEED R square has become
NEED R+1, the NEED P square has become NEED P—Y, and there
are two puzzle squares.
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You will see that the mapisona 12 X 14 grid, giving a 168 square
matrix. We could store this in an array, or a series of strings, but for
speed of use and convenience we will store it above Ramtop using the
method described in Sec. 5.6. You will see that it is easy to work out
thenecessary DATA statements because of the regular gridused. We
could simply give eachsquare a number from 1 to 168 and store these,
but there is no point in storing different numbers for all the blank
walls, so these become @ and the only numbered squares are those
which the player could possibly travel through. Each DATA state-
ment can be one line of the grid to make it easy to refer to, so the full
code of our map will be the DATA statements kept in lines 950¢ to
9600 of the program.

(Note the border of zeros around the map to prevent wandering off
its edge.) You will also see that the start location is number 17, the
end number 63, and the total number of locations is 68. This may
seem rather illogical butitdoes not affect the nature ofthe game (and
it also makes ‘cheating’ a little more difficult).

Once the map has been placed in memory using the routine
previously described it can be read using the routine in lines 2070 to
2165 of Camelot. The DATA statements can always be deleted while
the program is running if you want to save memory or to prevent the
player from BREAKing into the program and looking at the map, but
a machine code program would be needed to do this. As the player
moves around the adventure each of the 68 numbers will key the
appropriate routine. One way to de this would be to use a series of
lines such as:

16¢ IF LOCATION=1 THEN GOSUB 1009
11¢ IF LOCATION=2 THEN GOSUB 101§
12¢ IF LOCATION=3 THEN GOSUB 1§20
etc.

but we would need 68 such lines! Some BASICs such as Microsoft
BASIC and BBC BASIC have a computed GOSUB which allows

statements like:
100 ON LOCATION GOSUB 100¢, 1010, 19026

which acts identically to the three lines above, but Spectrum BASIC
lacks this function. However, Spectrum BASIC does allow us to use
variables in GOTO and GOSUB statements. For example, if all the
routines for each of the 68 locations are written in lines (0@ to 6689
of our program and each routine has 10 lines, we could use just one
line of BASIC to select the correct routine. Assuming LOCATION is
the variable which stores the player’s current position, then:
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10¢ GOSUB (LOCATION * 10)+ 6000

will do the trick. If the playerisat the startlocation, number 17, then
this line will send control to a subroutine starting at line 617¢. If the
playeris at the end, number 63, control is passed to line 6639, and so
on. The only thing to remember is that all the location routines
should be regularly spaced. If some locationshave routines which are
longer than others, use the length of the longest routine as the
interval between routines. For example, ifoneroutineis 15 lines long
but all the others are only 6 lines, they should still be placed 15 lines
apart.

The other feature of this method of mapping is the display that
results. In order to test the player’s memory and intelligence we do
not want to display the whole map at once, just the current location
and its immediate surroundings. We also want to check that the
player does not walk into, or through, walls, i.e., that he can only
travel in a permitted direction. Both of these can be done using the
kind of map we have just stored in memory.

The display method has already been outlined. If colour is avail-
able on your micro then choose two colours for the wall and open
blocks which are different from the background colour of the screen.
Inthisway the whole area can be seen clearly aswell asthe particular
type of each block. Choose colours that will also show up on a black
and white set. Remember that the relative locations of the surround-
ing bytes are as held in the following table:

Direction Address

Nw L-13
N L-12
NE L-11
W L-1
LOCATION L
E L+1
SwW L+11
S L+12
SE L+13

Canthisbereduced to a formula? Yesitcan, by using FOR. . . NEXT
loops, as below:

1¢ REM M = FIRST ADDRESS OF MAP LOCATIONS
20 REM A AND B ARE PRINT COORDINATES

30 REM X IS WEST TO EAST

49 REM Y IS NORTH TO SOUTH
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5¢ LET A=2: LET B=2
60 FOR Y=-12TO 12 STEP 12
79 FORX=-1TO1STEP1
80 LET P= PEEK(M+X+Y). REM LOOK AT ADDRESS OF
LOCATIONS
99 IF P=¢ THEN PRINT AT A,B;"*:GOTO 119
190 PRINT AT A B;*”
11¢ LET B=B+1: REM MOVE TO NEXT PRINT POSITION
120 NEXT X
130 LET A=A+1: REM MOVE TO NEXT PRINT LINE
140 NEXTY

A similar easy routine can be used to test for §, to check that the
player is not trying to walk through a brick wall (some adventures
make playersthink thisisquite a sensible action!). The main advant-
age of this method is that no complex checking of screen memory is
needed. The Spectrum organizes its map of the screen in a somewhat
peculiar way, which is difficult to process in a program. By using our
own map of what is on the screen we do not need to look at the
Spectrum’s own screen map at all.

5.8 Filling in the map

Having designed our puzzle map, placed it in memory, and written
routines for examining it to display and act on what is there, we need
to know what each location means. With only 68 locations it is
possible to have a small routine for each location, but it is easier to
writeratherless. We will have threetypes of routine which are called
by the unique map location. These will be:

1. Simply a display routine with a simple description

2. Adisplayroutine, asimpledescription, and a routine whichis also
used by other locations

3. A display routine, a simple description, and a routine unique to
this particular location

Thus each of the 68 subroutines will involve a description. Some will
have additional routines, some of which will be general and others
specific to the unique location. For the sake of simplicity we will say
that the EMPTY squares are of the first kind, PUZZLE squares are of
the second kind, and NEED and GET squares of the third kind.

It is at this point that creativity, imagination, humour, mind
maps, and fun come into the design. Each ofthe 68 places will need a
description, which can be as simple as ‘a tunnel’ or as complex as you
like. More importantly, the list of GETS and NEEDS, until now a
series of abstractions, will have to be filled. The way to work is to
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produce along list of clever ideas, two or three times the amount you
will need, and then select the ones that fit together best for the kind of
game you want. You may already have some ideas based on the
general setting of the game, but now they have to be turned into
specific words.

One way to do this is to draw up a list with three columns— the
names of the GETS/NEEDS (in our case the letters of the alphabet,
with some not used), the objects (the GETS), and what the object is
needed for (the NEEDS). A simple example is that NEED J is ‘a
locked door’ and GET J is ‘a key’. However, it is best if most of the
relationships are not as straightforward as this. In fact many puzzle
adventures make a point of being as esoteric as possible, often using
puns or long trains of thought to make the thing work. For example,
GETK might be ‘a duck’ and NEED K might be ‘a steep cliff . What is
the relationship? Well, in order to go further you have to descend the
cliff. How do youdo that? It is easy— you get down off the duck.(Not a
very good joke perhaps but it can really test the intelligence of the
player.)

Once we have a complete list of such relationships we have all the
basics of our game. It is a good idea if some sort of theme links them
together, but it is not necessary. The list of relationships used in
Camelot is in Fig. 5.16, but if you want to play the game first you
might want to ignore this figure.

(GET) (NEED)

square sguare

Location Destina- Solution to
Number Code Noun tion Problem
1 K Monkey 2 24  Give the monk-key
2 L Sword 9 35  Cut pack of wolves
3 I Feather 56 53  To write with
4 Y Crowbar 29 48  To lever fallen tree
5 N Orange 34 22  Gives juice(deuce)
6 P Torch 39 44  Makes rock light
7 J Compass 28 10  Guides through fog
8 Q Helmet 62 42  Carries water to
counterbalance
9 H Wheel 49 61/59 Has a tyre (attire)
Fix cart
10 S Stocking 67 65 Has a ladder to
climb cliff
11 X Letters 68 64  Provides mail
(armour)
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(GET) (NEED)
square square
Loecation Destina- Solution to
Number Code Noun tion Problem
12 M Horn 46 26  Summons
Robin Hood
13 Z  Witch-
doctor 60 50  Cures witch
14 R Scroll 14 53  For writing on
15 T Bananas 57 61  Peeled for slippers
16 Tree
17 Sign (These nouns are
18 Cupboard understood by the
19 Wolves program but are not
20 Turnstile key parts of the
21 Rock problems.)
22 Cage
23 Jester
24 Giant
25 Cart
26 Goose
27 Juice
28 Tyre
29 Ladder
30 River
31 Cliff
32 Around
33 Pack
34 Basket
35 Mail
36 Peel
37 Armour
38 Counterbalance
39 Deuce

Figure 5.16 Objects: nouns, ‘gets’ and needs’

It is now mainly a question of writing and coding each of the
separate location routines. This can require some thought.

Before coding we write a list of all the objects, which will be our
noun list, and the action or actions that can be performed with each
object. [naddition, we need a list of all the descriptions of the different
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locations. At each map location two types of routine will be used, one
which prints the description including any objects there and one
which accepts input and gives conditional responses. The description
routine will thus have two components, but the player should not be
able to separate them. One part will simply print the description of
the location. The player will not be able to manipulate or respond to
thatoutputindetail. The other part willmention any objectsthereor,
if the objects are hidden, a clue as to the presence of such an object.

In essence anything that can hold a person can be regarded as a
location with its own description. Some commonly used places are
listed in Fig. 5.17. The description can be as long and involved as
memory allows, The larger it is the more the player will need to
interpret, but a description which is too long without any possible
playerinteraction will only serve to annoy. The locationsshould be as
interesting as possible.

Try to make the relationships between places of some interest,
rather than the straightforward ‘You enter another reom’. Charac-
ters can travel into and out of buildings, up and down hills and cliffs,
across ravines and rivers, into secret passages, under bridges, etc.
Where possible, extra puzzles can be set by making the entrancetoa
particularlocation problematic even ifit does not depend on an object
to be found. A simple example is to give in the description a choice of
routes, only one of which is correct, with the others ending in sudden
death; an example would be to describe two treacherous pathsdowna
cliff face, one of which will crumble away. More intricate can be
locations which are unreachable unless the correct command is used.
Forexample, to cross a streamthe player mighttry toJUMP, WADE,
LEAP, PADDLE and CROSS before he thinks of SWIM. This is used
in location 27 of The Throne of Camelot as one of the puzzles.

In writing descriptions of locations we should also make them
appear relevant to the objects which are originally located there. This

FIELD FOREST MOUNTAIN BRIDGE HOUSE

MANSION CASTLE CAVE TUNNEL ROOM CHEST
WARDROBE CLOCK ROCKET VALLEY HOLE PIT
BOX DESK CAR CART CARRIAGE TREE
FRIDGE CUPBOARD WINDOW  ATTIC CELLAR
ORCHARD BARREL CHIMNEY BOAT RAFT ROOF
PLANE LADDER STAIRCASE LIFT ALLEY ROAD
VOLCANO GLACIER PYRAMID DESERT SWAMP
SHRUBBERY POOL LAKE GLACIER ISLAND

LAGOON HILL THEATRE LEDGE CLEFT

HOLLOW

Figure 5.17
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meansthat they make sense to the player (which might not matter if
we are designing a nonsense or absurd game such as one based on
Alice in Wonderland) and that the impertant aspect of each location
may not at first be apparent, thus adding more problems for the
player.

The program will hold the descriptions for Camelot in lines 60@¢® to
6689. Aswe have 68locationsthisgives 10 lines each. You will notice
that I have added some small routines to increase the variety of the
game. The player may be fooled into thinking these are important,
but they are not really necessary.

5.9 Moving objects

Moving the available objects around the maze is the crucial aspect of
the puzzle game from the player’s point of view. He or she should be
allowed to take any object anywhere, providing that the necessary
puzzles can be solved. Thus, at any stage in the game we need to know
where any object is and which objects the player is carrying. The
character must be able to pick up objects (Camelot uses the common
verb TAKE for this) and to leave them behind (Camelot uses
LEAVE). We might alse allow an inventory command so that the
player can be reminded of what he is carrying.

Camelot takes care of these problems by using three arrays,
namely, O(30,3), 0$(15,13), and Y$(15,39). O(x,1) holds the location
of object x; O(x,2) holds the length of the name of the object in
characters (this is to prevent the Spectrum inserting extra spaces
when we read 0% ); O$(x) holds the name of object x, whichisup to 13
characterslong; Y$(x) holdsthe description associated withobject x.

During initialization each array must be set up, with O() being
given the initial locations of all objects (lines 8209, 8249, and 93¢9).
Then the following routines can be implemented:

For player’s inventory (routine begins at line 3016):

FORI=1TO 30
IF O(1,1)=99 THEN PRINT O$(I,1 TO 0O(1,2))
NEXTI

For describing the objects in a room (routine begins at line 500):

FORI =1TO 3¢
IF O(1,1) = LOCATION THEN PRINT Y$§(D), O$(1,1TO (O(1,2)))
NEXT1I :
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To take an object (routine begins at line 3¢7¢):
LET O(I,1)=99

To drop an object (routine begins at line 309):

FOR I=1TO 3¢
IF E$ = 0$(1,1 TO 3) THEN O(I,1) = LOCATION
NEXT I

If an object is used or destroyed:
LETO(,1) =0

These routines should be self-explanatory once you know that 99
means that the object is carried by the player. The first routine prints
a list of all the object names that have the code 99; the second prints
all the object names and their descriptions for all objects that have
the code of the current location; the third simply sets the code to the
possession code; the fourth looks for the object held in the three-letter
noun code E$ and sets the object’s code to the current location; and the
fifth wipes the object from the game by setting it to a number which
none of the other routines recognize. This need not be zero, of course,
but it is usually the most sensible choice.

Exactly which objects are manipulated and in whichwaysdepends
on the verb routines. These are described in Chapter 7.

The Throne of Camelot

L OREM THE THRONE OF CAMELOT
2OREM MASIN ROUTIMNE STARTS HER

W A AR R R

G T0O 45

LET +4
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Fa GO TO 4%
5 T
7 MEIN LOOF

ESE S S E LT EEEL S
T s 1paa

T OREP] R E R R RN
REM T WORD INFLT
FIEFD % %0 5 3 % 90 % %5
LET a=" "
INFLT "What re:
THEN GO TO 1¢

£~ M

o
b |
o
F5E
S
‘:_:f

MR TGBLES a5 sp

RERM - v
LET & LT
"r LET df=

g "y LET
Y LET ege

1l IF LEN (a$)<3 THEN LET as=

1917 REM #exitexxattsrxiss

letd REM CHECE FOR HELF &ND INVE
TR
1G15 REM %8565 55588 % 25N

1616 IF a%(l 70O I ="imv" THER L
ET verb=2s RETURMN

1al? IF a${l TO Z)="hal" THEN L
ET df="hal": LET verb=3: RETURN

1019 FOR i=1 TO 158 STEF | IF a%
(1 TGO Ty=xd{i TO 1i+3) THEN LET

cde=ly LET verb=1 _

1022 NEXT i: IF dr=1 THEN LET o
F=oy IF verb=1 THEN LET &$(1)=a
(1) RETURN

1025 FOR i=1 TO LEN (a%)

1ol IF asdiy=" " THEN LET b$=x
H0L TO (A-10): LET cs=as{(i+3y) T
O LEN {a®)): LET hksk+l

1640 NEXT 1

1ahe IF ka1 OR o$="Y THEN FRIN
T "Two words pleass": GO TO 1060
1a4H8 LET bs=hs+" Ty LET cH=ce+”
1070 LET de=b%(1l TO M) LET e$=c
$(1 TO )

1a75 LET fl=0: LET verb=a: LET n
QE =

1a78 IF dé='"gg " THEN LET t$=ws$
1 LET w$=ed$t LET verb=1: GO SUR

128¢: IF Ff1=1 THEN FRETURN

1679 IF dé=""go " THEN LET h$="g
o e RETURN '

-
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tase LEY ts=vér LET us=gs: GO S
B 1D
184

FEM mrumber of

dete

IF +£1=1 THEN
LET t#=nH: LET

ETLIRN
ug=es: GO SU

ot detaected nown
EET TR RS2 s R S
k:

Sy e

EUE M 93 3 4 K 3556 R B0
feEM ROUTINE TO COMPARE TEST
STRINGS AND R THES

119F REPM ®¥X¥RdEREEdREEEs

1EOG FOR i=1 TO LLEN (&%) STEF =

1216 IF i 70O i- L THEN  LE
=INT (& /2)y+14 F LRI

A NERT i

@ PRINT "Don®™t wnderstand "L &
$: LET fl=1

1244 RETLIRN

1959 REP %9565 3 % 5 5 56 5 5 K 4 ¥ 5

Qa0 REM HMOVEMERNT

RO REM R R E R

2o IF swim=1 THEN LET ew=0: L
ET swiin=e

[l =i
& THERM

7oL A T

LET e%{} -
ly go back”: FPAUSE S6H
20605 LET

2004 LET ;

el [F wkdli="n? THERN LET
14
200G IF e%ild="g" THEN LET
14

EBEO IF ed (Lr="a" THEM LET wsn+
i

2049 IF @ilr="w" THEN LET
1

QTG IF FEEK (i) =@ THEN FRINT
impassable terrain': RETURRN
2055 LS

2040 LET location=FEEN (x): LET
Y

ZOEG FEML 0953656 3 30 30506 X 03030 KB H A
20465 REM DISFLAY MAP

DO6E REM  H%%5K R X5 WK KN W
2970 LET a=2
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2a8e FOR c=—14 T0 14 STEF 14
z LET b==2
d89¢ FOR d=-1 TO 1 STEF 1

2190 LET p=FEEK (y+c+d)

2116 IF p=a THEN FERINT AT a,k:”
' GD TO 21Z

FRINT AT a,h;“ "

LET b=bh+1

MEXT o

2 LET a=a+l

3 NEXT ©

FRIMNT &7 Z,Zi"s"

FRINT AT & ;"‘r’nu srte My
REM Call 1 eoyuti

; lmf' L L)

REM
B0 HUE

INEIE R T E R R R R ROy )
REM control exits

T e 36 9 0 3 3 36 RN R e
IF e (l)="m" THEM  LET f@="

IF @® (1) ="a" THEN LET fé="
IF % (1y="g" THEN LET {®="
IF e®(1)="w" THEN LET f&="

RETLIRN

GO SUBR 2600 RETUERN

AV ST 2 T TELE T F PSS
REM Verbs start hers

BN % E N % 6 LXK R N R RN E
FEM inv routjue

INT "Yaou hiaves s
FOR i=1 T 1Z IF oli, )=
FEIMT TaE lesofdli, 1 TO

o IF ohle,
]adder
RETURN
FIEDMT 95 36 e e 0 36 B 5 56 0 0 W R S S8
FEM Help routine

[ T S s T 2T T T
S 0R lacation=
"The problin s ov

THEN  FRINT ™

2 IF lovatior
THEN  FRINT




2t my head": RETLIR
Z1OIF locatioan THEN  FRINM
T UHexw would vouw deal with wolve
57" RETURN
3 2 IF location=13% THEN PFPRINT
"We need a sense of direction:
RETLIEN
EOEE OIF location=24 THEM FRINT
"The mank is aping yvow actions!
: RETURN
B IF location=>2& THEN FRINT
"IF you can’t saolve this thern vo
wive blown it": RETURN
FZOEI IF location=5a THEN  FPRINT
"Maybe vou should borme up on you
r medecine’: RETURM
F0EL IF location=41 AND o155,
*3 THEM  FRINT "Fartially dresse
d he’s not very appealing. What
about some footwear?": RETURN
FO37 IF locations=él AND o(9,3

S OTHEM  FRINT "He seens to need
aon attire': BETURN

JEER IF location=64 THEN FRINT
"The armowrer never moves from b

is post': RETURN

22 1IF location=53% AND o014,3) <
ZOTHEN  PRINT "Right on?": RETUR
M
40 IF location=5% THEM FRINT
"Where there's a will there’s a
way s RETURN
Tedl IF location=48 THEMN  FRINT
"Itee besta leava wella lone": R
ETLIRN
2042 IF location=&S THEM  FRINT
"Oh dear! That’ s torm it"s HETLR

B

IMT
iny mind w
BT LR
FRINT
of & tickli

"He talls vou
ation": TR

T04T IF i THEN  FRINT
"Waw simply need card with the

right oumber of pipst:s RETURN
Ie4sH IF location=44 THEN PRINT
"SQoarey IMmoin the dark as wells
FETLRN
S48 PRINT I think vou're doing
fimets RETURN
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RETLIRN

SV T SRS S ST SRS S S S 2T

REM look

FRE M3 065 39690 % 33909 % 5%

Ze5S IF c$(l TO ) ="aro"” THEM &

0 SUR Sooa: RETURN

IS4 IF noun =19 THEN GO TO Za62

ZoL0 IF oinoun, 1)=99 0OF of{noun,l

y=location THEN GO SUR S1od+(no

un*5) » RETLRN

Jea61 PRINT "I can™t see it": RET

URN

0L GO SURB S10a+ (moun*H)

2966 RETURN

TBAET O REM R 3 M 3R WM NN

068 REM take

AT REDM 3309 95 5 99 0 0 KWW H RN

To70 LET g=e: FOR i=1 TG 1%: IF

ol{i, 1)=9%2 THEN LET g=g+1: :

71 ONEXT i: IF g»x4 THEN FRINT

"You cantt carry any more": RETU

RN &

F72 IF noun=29 AND o(l1é,1)=9% T

HEN LET o(l16,3)=2: PRINT "You n

ow have a ladder": RETURN

FOT7E IF noun=2& THEN FRINT "She
wont come': RETURN

I674 IF noun=28 AND o(9,1)=9% AN

D (9,32 THEN LET o(?,3)=4:2 P

RINT "You now have a tyre': RETL

R

I07S IF nounx1% THEN PRINT "It

won't move'": RETURN

F076 IF o(noun, 1)=99 THEN FRINT
"You've already got it": RETURN

077 IF location=5%9 AND noun=9 T

HEN  LET o(?,3)=3

78 IF location=o(noun,l) AND o

(noun, %) *@ THEN LET o(noun, 1)=%

P: RETURN

TOAS FRINT "Its not here ": RETU

RN

IH88 RETURN

G REM R R R W I

FZo9e REM leave

TP L FREM 6 R R RN

T2 IF clinoun, 1)=9% THEN LET o

{(nouny 1)=location: RETURN

Zorq4 PRINT "You don't have it":

RETURN

Flad RETURN )

1T RIS E 6 K3 3K W TR KN
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3108 REM give

10T FEM R K KW X R AR

F11e IF location=3I2 AND noun=7

aND o(3,3)=2 THEN LET a(3,=
LET nmoun=%: LET ex=0: GO SUR 3¢

ez RETURN

11l IF location=322 AND noun=27

AND o(S5,3)=2 THEN LET o(3,3)»=3:
LET moun=5: LET ex=: GO SUB 3

o RETURN

TR OIF location=él AND noun=I

AND 018, 2)=2 THEN LET of(i3,3)=

Tr LET ew=0: RETUEN

3113 IF location=61 AND noun=28

AND 0(9, ) =4 THEN LET o(?,3)=5:
LET ex=0z RETLFRM

2114 TF location=53 AND noun=3 T

HEN  LET o(F,3)=

F11E IF locations

THEN LET oi(l4,

Z11s6 IF locatio AND @14, %)=

2 AND o3, 3)=2 LET sx=0

E117 IF location=24 AND mnoun=1 T

HEM LET of(l:7 LET ex=¢

F119 60 SUR B4

T128 RETURN

HLRT REM %% %3555 % 5% % 5% X 55556 % %

F134 REM light

ELITL REDM 56530 35 KK 3 33 2k 96 W 26 5

T132 IF noun<xd THEN  FRINT "It

won't burn: RETURN

TZ1E4 IF olnouns3y sl THEN  PRINT
"Its already alight!": RETURN
F13S 0IF oinoun, 13=99 THEMN FRINT
"The torch buwns brightly": LET
rock=31 LET wi(b,3)=2: IF locati

onr=44 THEN LET EX=@: G0 SUBR &44

&2 RETURN

2148 RETUEN

T1AG REM %96 5355 596 56 3 5 3 5 996 5 36 36

150 REM peesl

ELEL REM 5% R I KNI
TS IF o(135,1)=9% AGND noun=13 T

HEN FRINT "Youw have & pile of b
anana peels": LET o(15,3)=2: RET

URN

F157 IF o(5,1)=99 AND noun=5 THE
N PRINT “"You have a handful of

rindt s RETLRN

E1E9 FRINT "You'wves nothing to pe

el”: RETURM

21468 RETURN

=g

S OAND moun=14
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FREE ] % % 36 3 3 3 3 X R KR K XX

REM wear

FEEP % 5% 5% 3% %K KX FHHEHRHEXXHF

IF @(l1l1,1)=%% AND noun=11 0
Fonoun=250 THEN  FRINT "What a2 sp
lendid fully armed figure": LET

o(11,2 2 RETURN

F18RT R

168¢g hFM T S R

E1E% REM fill

H10 REM #EEX XA RHE R EE RS

171 IF location=432 AND (8, 1)=9
2 THEN GO TG
IF o8, 1 Y OTHEM  BRINT M
have nothing toa F1120": RETUR

T
I
T19E IF locs
41 OR 1
AD moun=s AND
iR, By=%2 F
"LIRMN
R S R R R R R
1” [{EM empaty
11 REDM %55 % %% %5808 KRR %R KHENEE
EME OIF otg, 1y xEY THEN  FRINT
Your have mothing o eopty’: RETL
RN
IZ21E OIF o, Zo=1 THEN FRINT "Th
Helmet 1sn™t full': RETURM
1% IF a8, %r=2 AnND location< =4
Z THEM  FRINT "What a waste": LE
T @i, 1y RETLHWN
218 IF 08,3 =0 aMb locations=d432
THEN  FRINT "“The turm le open
s LET (8,3 =4y LET sx=or RETU
Fehl

O Locat o=
locatiorn £
THERN

MRG0 o (2, 1) =59
LET EX=i:
54 IF o2, 1459 THEN  FRINT "
Tvie nothing to oot owith": KET

FRINT "& waste of strenghth”
FETURN

SIS EETTE LT L REETE LT EE X
REM B1ow

[Ny E ST T ETETEEEEET T T TR T
IF location=26  AND 6t13!f
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=1 THEN LET of12,3)=2: G0 SUR &
262 LET o(12,3)=131 LET EX=(: RE
TURN

EE7IEZOIF noun< *lZ THEN  PRINT "&
waste of breath": RETURN

274 IF o(iZ,FTr<dx1 THEN  FRINT ¢
You dan't have a horn': RETURN
RETURN

FRELMT 3 64 6 36 96 M 36 3 26 36 96 I B N
REM fix

FIEEI e 360 3B 3 2 3 B e 36 0 B 3 e B e
IF nouwn=% AND location=S9 A
(9, 11=9%9 THEN LET o(9,3)=32:
=9 B0 SUB Zo90: RETLRN
FRINT "Yau can™t"

RETURN

ST FEE R TR
REM squeeszes

A FED 5% 3 R 3 R R F AR
ITA49 IR olh, 1) =99 THEN W FPRINT "Y
ay now have s pocketdul ", of  ju
T LET @iH, ) =2

s

RETLIRM
, FRINT "A waste of strength"
1 RETHEREN

8 RETURN

LG M KR E R e 3 3

@ REM swim

TE L EMEE R R X R S 6 B B3R
IF nowm=3¢  THEN LET swims
1 RETURN

EEZHB RETURN

PRI R N N e e N
REM climb

BRI 0ol e e o 36 3 B e e 3 0 e e
IF nouns=1ié& ahND location=2 T
FRINT s$: LET oll, =1

. IF moun=1l4 ARND location=3
THEM  FRINT s%: LET o(&, Z)==1
TLIRN

. SOYF moun=3El AND locatioan=65
THEN  FRINT "You climb halfway,
Lot its too steep. You Fall and.
senplat! DR dear"s LET deads=1:
FETLIRN

: @ IF moun=2%9 AND o(1e,3r=2 A
ND leocation=&% THEN FRINT "You
climbk the clif+": LET ex=01 LET

FUECT 0 3 20 35 3 2 3 5
FREM Li+t
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1 REM 3K 55 5 5% 5 3 3 96 9 96 9 W9 ¥ 3 5 3 %

592 IF logcation=48 AND noun=1é

AND (4, 1)="% THEN LET @p(d,3)=2
s LET ex=6: GO TO 3405

A374 IF nowun=Z1 AND rock=3 THEN
LET rock=4s LET ex=d: GO TO 248
5

Z4ee PRINT "It 's too heavy™s RET
LIEN

3465 FRINT “"You 1ift it out of 't
he way"

T409 RETURN

4997 REM #EXXKKERAEERHHE XX LR H
4998 REM objects at location
AGF9G REM %5555 55 5 % 0 % % 20395 H %
5000 FOR i=1 TO 135

Sele IF oli,i)=location AND o(i,
Iy x0 0 THEN  PRINT "You see “io$(
i,1 TO (o(i,2)))8ye(ids NEXT i
RETLIRN

SO2H NEXT i

5930 RETURN

FR098 REM %9595 5 36503 5 36 3% 3% % 3 % 3 % 9% % % 4
G699 REM Looking at objects

F106 REM ®%% % EH8 KX XXX X% XXX XH
S16TS PRINT g$: RETURN

5110 FRINT g%: RETURN

G115 PRINT "It has a sharp point
“r RETURN

F12¢ PRINT g#: RETURN

128 FRINT "It a full of juice"
: RETURN

G129 IF 06,3042 THEN FRINT "It
s unlit": RETURN

131 FRINT "Its alight": RETURN
S1Z5 FRINT g%:3 RETURN

5146 PRINT "It s hucket shaped":
RETURN

145 FRINT "It's g bicvole wheel
"y RETURN

5159 FRINT "Its torn': RETURN
5195 PRIMT "They ve &ll been pos
ted”: RETURN

169 FRINT q%: RETURN

G145 FRINT "He is casting a spel
1": RETURN

G179 FRINT "Its blank": RETURN
B175 FPRINT "Thev're very appealil
rg e RETURN

Gl18¢ IF location=74 AND o, 1)=32
4 THEM FRINMT "& giant i ha
ngs fram it”: RETURN
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5182 IF logation=2 AND ol(l,1)=
THEMN  FRINT "There™s & monkey in
it"s RETURN

5182 IF location=37 THEN FRINT
"They re full of bananas’: LET o
(15,3 =1 RETURM

5184 PRINT g%: RETURN

F185 IF location=S% THEN  PRINT ¢
It says "I wouldn™t go anmy "," §

wrther if I were wvou s RETLRN
5187 FRINT g#%: RETURN

51960 IF location=22 0OR location=
o8 THEN  FRINT "The door is open
"t RETLIRN

5192 IF location=14 AND od(id4.1)=
14 THEN LET of(i4,2)=1s FPRINT T

here®s a soroll it the dust”: RE
TLIRIN

5198 PRINT g$: RETURN

SEoe IF location=42 AND o, 34X
THEN FRINT "Thers’ s an empt [
aunterbalance by the lock": RETU

Fe

GRad PRINT "its esxtremely heavy!
1 RETURN

G21e FRINT "It has @ goose in it
" RETURN

S215 FRINT g%: RETURM

G220 PRINT "He looks like a sorid

be':s RETURN

DE2E FRINT "One whesl is broken”
t RETURN

a27e PRINT "It has long tail fea
thers": LET o(3,3)=11 RETURN
SZ3E5 PRINT g$%: RETURN

0240 PRINT g%: RETURN

5245 FRINT "Its very long': RETU
RN

G250 FRINT g$: RETURN

H285 PRINT "It logks unclimbable
"s RETURNM

GEER PRINT "There
tocking im it": LE

ETURN

D26 PRINT o$: ?

D27e IF location:s THEN  PRINT
"There s a crumpled stocking "

LET oila, =11 RETLRN

IE8I IF location=aZ AND oi(H, 1)=4
2 THEN  PRINT "The helmet is in

gouod condition": LET o(8,3)=1: R

ETURN
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IF odlZ2, 20 =06 THEN LET o(i12

€
) =1
e T
There’
Bt
S99 FRINT g%
3798 RETURN
EREE REM  RR KRR R R KRR KRS NN
L2008 REM location descriptions
L1 REPT %52 050 50 5650 9% 963 W N
&ala FRINT "on a rocky hillside"®
o owith many loose boulders”
&915 RETLURN

2OPRINT " by & tres on the, o
hillside"
Y RETURN
FRINT "o a steep hillside®
" With leafless trees”
39 RETLRN
S48 FRINT "omn oa dice brack”, " w

TF @oi1&, 1) =44 THEM  FRINT ¢
a harn in the ash v

y

ith mary pothiolest
&HEAR

ETLEN

FRINT Yan a dict Lraizk, ", "
Beside the track iz a sign"

£ FORETLIRN

FRINT "outside a large tent

AHEAY RETLIRN
SOVE FRINT "inside a circus tent
A jugaler throws a ki fet, "
»oyou but mis )

RETURM

FRINT "omn a road coveredt,
in wesdas"
HEEY RETURN
HOFE FRINT "outside & blacksmith
AD99 RETURM
Gloo FRINT "on & well-kept road.
" RETURN
65119 FRIMNT "on a pabth through*, "
& dark forest": RETURN
@100 FRINT "on the north face "
"ot & mountain": RETURM
A150 PRINT "in a thick bank of +
[ IF @d7,1)<79% THEN FRIMT *
You'rae lost": LET exs=l: (0 SUE 2
Y51
H132 RETURN
&140 FRINT “in a very dusty”," c
upboard”: RETURRN
6159 FRINT "in a glade im a fore

975

"
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sty RETURM

GHlae FPRINT Yo bthe south face", "
of the mountain”: RETLURN

&H176 FRINT "om o a raad"is RETURN

&180 FPRINT Yat a crossroads with
"M e broken signpost": RETLRN

&H198 PRINT "by a ravine with ", "
a narrow bridge across it RETU
R

36 PRINT "on a
TN

FRINT "by a
a rope bridge acr

T LI

3 FRINT "at The Gambler s Inn

THENM  FRINT "o
ard” . to go f
GO SR 25

ire the yard of an in

& moriashary

FRIMT

G
TR e
&R45
RIT Yot ma
'R1Hl

‘i Sheer el i
Suddenly tern men at arms
oLl

ETLIRN
G254 IF oil2,%r=2 THEN FPRINT ¢
Robiin Hood to the rescue! ™" The
armed men ruants LET e BETLIR
i
GEHT FRINT "They ocuh off youwr he
ad": LET dead=1: RKETUREN
L2760 FRINT "by a river with a br
aken bridge across it

F1TF swime =1 - I
GO SUB 700w hF[UHN
&QHU FRINT "orm a beach"
HEF0 FRINT "imn & stables
I
o)
LIKN

LiEh
: RETLR

GOFRINT "in a graveyardS: RET
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aila FRINT “at the edge of a far
1 RETURRN =
FRINT "by a barred

st by

T

a5

r

ETURN

&FF0 FRINT "in a veryv dark caver
s HETURN

SGI4we FRINT "in an orange grove:
RETURN

b 358 FRINT "on & riverbank amids
", " twentyone el ing wolves M
0351 IF @(2,1):99 THEN FRINT
They tear you to pieces": LET de

ad=1: RETURN

6352 PRINT "They fear your sword
" IF o(2,3)02 THEN LET ex=1: &

0 SUR 2300: RETURN

6204 LET ex=0: LET f$=e%(1)

I KRETURN

9 FRINT "in a rocky bay": RET

b
A570 FRINT "in a ploughed fiesla®
: RETURN

HE80 PRINT "in a cornfigld”: RET
LIRN
&I99 FRIMT “in a farmvard": RETU
RN

S400 FRIMT "in a narrow cave"
431 IF ol 32 THEN PRINT 4vY
a3 hiear am to the south
&SGR
ad1a F
oad!
HA 26
o burastile”
422 IF oa3,5) 54 THEN  PRINT "1t
blocks vouwr wav's LET e: s GO
3 RETLIREN

Dr LET fe=es(l): RET

o s dusty winding e

Frort of . " oan ir

o & gravelly road"s

FETLHRN
&440 PRINT "“in a passage": IF ro
cko4 THEM  FRINT " filled with a
huge Faock"™ "
o442 IF pock<Z THEN  FRINT "You
i further"s LET
E1H Dy RETURN

H444 IF olb, 12=99 GND o(b, D
HEM  FRINT "Youwr
ook, " much Tighter
= RETURM

L4445 TF rock=4 AND o{3,1r< 99 TH

" LET rock
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EM  FRINT "Your way
ET ex=0: LET +f#=g% (]
L£448 TF ol{3,1)=9% THE

aur faather T3 less yond, ™, "You =
fout out, causing a huige aval a

riche, " Suodenly wou fael

Father depressed’: LET deads
RE TLIRN
HA45 FPRINT "You can’™ it go
ther s LET ex G BUE
TURNM
H356 FRINT "im & narrow winding"
L otunnelt: RETURN
LHALHH PRINT "in & farmhouse
£465 IF otl12,3r=0 THEN FRINT "w
ith a smoking chimney"
b4645 RETURN
L4703 FRINT "in & farmyard': RETU
R
&480 FRINT "on a narrow path"
6481 IF o4, T 42 THEN FRINT "wh
ich is bloc by & fallen"," tr
ea": LET ex (G0 SUR Ggr RETU
EN
&£482 RETURN
6474 FRINT "at a cave sntrance':

RETURN
&500 FRINT "in a damp cave. ", "T
here is an old woman moaning.'", "
Beside her is a huge cage. ", "Hh
g says "I+ vouw dontt cura', " omy
headache I°11 tarn yvou, " into a

toad"

A8E5 IF (13, 1y 9% THEN A
200 PRINT "0Oh dear - WO e
aked it"s LET dead=1l: RETLUREN
HFHT PRIMT "Thank goodness — & w
ttoch-doctor: RETUHEM
&51a FPRINT "at & huge gateway':
FETURN
3 FPRINT "o & higs
sa ETURN
A58 FRINT "in a huge stone Lowe
., "There 1 giant’

SE1OIF o {E,E) OF @t14,507
THEN  FRINT '"He says "Give @me
mething", " bto weite
e with? "y LET em=1l:
1 FETURN
TEOPRINT Y scriblling meceily”
RETURN
E% RETLIRN

TR TR
T =
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GBEAD FRINT "in & narrow valley's

# drive to & mang
"o

1o
@ FRINT "in a large cage'": RE

2 FPRINT "in an avenue of treo
FETIIRM
INT Moutside a laundrys

FRINT "o
IF ooy, 1y ses

FRINT "blooked y
e LET sx=l: GO SUR 253

? e LET fe=ed(l)
77 RETLRN
&R0 FRINT "in &

Qlade "y RETLIRRN

aH1a PRINT “in &

"o

There is
yUan obtd man o anly in",
"a towel. He sh Have you',
"Rrought me some Clobthes?™ "

Q612 IF o(?,1)439% AND o (185,17
P OTHEN  FRINT "NO!'!'!' & lightnin
qQ bolt ",U"flashes from his fFings
reoand My "yvou suddenty fesl s 1i
ttle ashen': LET dead=1: RETURN
qbld IF (2,5 AND o (1S, =
THEEM  FRINT ¢ them to me'"
boble IF @i, R o)

THEM  FRINT "What about
Ty LET ex=1r 30 SUR
it

dola FRINT "D.k. You can passs
LET ex=0: LET f3=ed(l)
&4H19 RETURN

G20 FRINT "in an armoury.
here is & sult of armowr ", "agai
rnst orne wall': RETURN

66760 FRIMNT "at Camelot Well don
ey LET dead=2: RETLRN
&HHde FRIMT "at the gate to Camel
o,

Gdas IF (11,5302 THEN FRINT "7
ne gatekesper shoots at yvouw. ", "
Oh dear, no araows. ...t LET dea
=21 : 3
L&HAT FRINT Y Th atebkeapsr lebts
viord Lhrouwgh":s RETURN
L4580 PRINT "beneath a st
' IF ol THEN *

TEERTE
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FIN
fh=es (1) RET

GO SLE
AH6TH LET &
LIER
Lbda FRINT "orn & golden ¢
ETURMN
HeTEH FRINT "inside a laundry, V7
TuThere s a Rasket 1n one oorner
ve RETURN
HOEE FRINT "ioside a library': R
ETLRM
7aws RETURN
FRGG REM R R R KKK
8a REM setup
REP %3 H 0K W R KRR R
LET dy=0
LET cart=d:

1y R

T fg=tr
Bal1e LET vé="lootaklesgivligpeew
gatilempwricutbhlofisdresoaguswicli
it

BolS LET wiH="rn & @ W [orsous
ecaeag "

pa2e LET ns="monswofeacrooratorac
omhel whestolethorwltscrbantr Iw]
cupwol turracoag jesgl acar goojul by
rlagrrivoliaropachasmai peesr mooud
euchi "

B30 LET s$="lUp you gas LET
LET g#%="1 se& nothing sp

SO5H LET ae=""n s & w "

8646 LET verb=

a1 FEM 65580 R R R 50 R X R
REM ##x%FUT MO TN MEMIHERY *+

FRE] 335 3 K e o B e 3 36 3030 36 3040 6 36 R 3 3
LET p=&5SE&7
FOFOR il TGO 148
B81o8 READ &
Bl1é PFORE ip+i),.A
: MNEXT i -
DIM v (18, Za)s DIM o(3537,3)y
oF (15, 13)
FOR i=1 TO 1%: READ y${i,l
3y NEXT i
2 FOR =1 TO 13¢ FOR j=1 T0O 2

: READ oli,3): NEXT j: NEXT i
2F@ FOR i=1 70 1%: READ a#%(i, 1
TO 173 s MNEXT i
824¢ FOR i=1 TO 1%: READ oli,3):

91



NEXT i
B849@ FAFER 7: IME 9: CLS
8498 RETLHN
SAGD REM % %5 %55 F KKK %R 5 XWX
85 BEM instructions
SO REM %55 36 % 3% 3 K33 5 ¥ X KX K ¥
8520 BORDER S: FAPER 1: INE 5:
(=
8239 DRAW &, 2: DRAW 1,45 DRAW 2,
S: DRAW 4,5 Al S, 4 DRAW &5, 8:
DRAW 7,%: DRAW 8,11
B505 DRAW 8,20: DRAW 1,-16: DRAW
179y DRAW 4, -20: DRAW 19,0
B340 DRAW 1,15: DRAW %, 81 DRaW 1
L8y DRAW o
BE4E DR Oy A DRAW T, -
W14, DEMAW @, 1% DRAW
DR @, G DRAW 40,-1%
BI50 DRAW 1o, -3 DRAW 40,10
BE6 FLOT 48, 7ar DRAW ©,8: PLAOT
G, @ DRAW 6,6
BEYG FRINT AT 16, 185 INKE &3 "CAME
LoTe
595 INE &
8599 FLUGE 1606
G&on BORDER 1: CLS
& INT AT 2,125 PAPER 53 IRE
Li "CAMELOT"
8510 FPRINT AT 5,355 "4t Qanelob is
fulsomae day
8411 PRINT AT &8,3: "Youwr lights
will help you fimd
Fra way "
8415

FRINT AT 1i,7:"48alve the

uzzles, watch far clues
B6II FRINT AT 14,33 "Flay with w
ards ta get good

news "

8614 FRINT AT 17,75 "Two word o

rders help me play "

8615  FRINT AT E3MA werb and
then & noun's 0.8,

=115

pal
BEED FPRINT AT 1,51:i"You can us
Fe single letters”," N, 5,
nd W for movement.",..
8624 FPRIMT * And the words “h

elp® and "," Timventory® can
be ussd”," an thelr own

5
" xRy
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ga?s PRIMT Y ALl COmMmar
ds must be”," two words, and all
words shodslad "§" e 1 owe

CRBE.

gase PRINT AT 16, 19: FPAFER &8 IN
WOl PINITIALISING"

B65R FRINT AT 18, 14: FLABH 1:"F1
ease wait"”

/997 RETURN

G447 REM ¥EXRKE KK ERRREFFRHRRHR
2m48 REM data for map

a4 REM **%******************%
eSe DATA 6,0,0,0,0,0,0,0,8,0,0,
h,0,0 :
iae DATA
a, 0,0
FLia DQTQ
]
9141 DHTA DB, 15,8, %)

5176 DATA
J28,05,26,¢
2140

DAT FEN

a,47949,4¢.5c
9176 DATA
9,55, 0,56,

DIEH DATE zA
G, BT, By 0,6
2190 DATH ¢ L&,

y OB, 0, B, 0,6

FLYE DATH G,9,0,0,8,0,
B, 0,0

199 REM Data on O el
GRao DaTe "chattering'
logr 'y ™ Fluttering 1o

"

PR1E DATS "on Lhe ground”, " big
and juicy" """, tMin - "
FR2G DHTH “om e [Tt e S o

e ground", "nearby ","in a smuddle
d heap”

2728 DATA "on the groand” " sgua
tting in one corner',", tattered
and torn”, "piled on the floor®

PRDT REDM %K% 5 X 30 KK 30 R 594 R H
298 REM Initial abject location
= ard nane lengths

GRGD REM Mo I R e KN KKK W
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REM e
REM *®
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THE COMBAT
GAME

The key part of most adventure games is the combat system. Many
text-based puzzle games do not have combat, but most of the games
with graphics or features other than the central puzzle involve
combat. We have already considered some aspects along the way as
we have explored the characteristics of the player’s character and of
the monsters which might be encountered. Most of the beings we
build into our game have some combat rating. Indeed, at its simplest
you could say that monsters are only combat ratings, existing to test
the character/player, to provide a problem to be overcome. It makes
sense, therefore, to have a good idea of your combat system beforeyou
design the player character or monsters, otherwise you might find
your intended system cannot use the values you have set up.

6.1 Values and choice

To see what is involved in a game combat system let us proceed as we
have before— start with a simple system and gradually add to it.
Suppose therefore that Sir Jon were given just one value, 7, and all
monsters were given a value inthe range 1to9. Combat could then be
a simple comparison of the two values, sothat whenever SirJonmet a
monster his value was compared with the monster’s value and the
one with the lower value was killed.
Our flowchart might thus contain the stages:

IF Sir Jon’s value > monster’'s value THEN monster dead (= set to

)

IF monster’s value >= SirJon’s value THEN Sir Jon dead (= set to
®

We can see at once that problems arise with such a simple system.
In the first place, the player does not do anything. Cad hasno control
over the situation, simply sitting back and watching his hero kill or
keel over. Secondly, there is no uncertainty, so no risk or reward.
Every time Sir Jon meets a monster of 7 or more, he is killed;
otherwise the monster is killed. This would be very boring and little
fun to play, even if the graphics involved were exciting.
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A simple way to add uncertainty would be to randomize the
monster’svalue. However, ifit was totally random we would have the
opposite result. There would be no predictability at all. The player
would never know whether to fight orrun, and the whole game would
depend on purely random numbers. It would be very unsatisfactory if
a great deal of points were lost because of a single random number.

The answer, therefore, is to restrict the range of values for a
particular monster, within which it can be random. Suppose we have
three monsters— a goblin could be values 1 to 7; a troll values 3 to 8;
and agiant values 6 to 9. This meansthat SirJon’s chances of beating
any goblin are 6 out of 7; of beating a troll are 2 in 3; and of beating a
giant are only 1 in 3. Once the player has learned this through
frequent encounters he can take his chances with a sense of the risk
and potential reward in each situation.

We can, of course, vary the configuration of monsters in other
ways. Forexample, we could vary the chance ofitbeing of a particular
value. The goblin above has a 1 in 7 chance of being value 1,a 1in 7
chance ofbeing value 7,and a 1in 7 chance of being value 4(i.e., equal
probability of each value). More realistic, and also more predictable,
would be a greater chance of average value, as shown on the graph in
Fig. 6.1.

5

s
5 Number

of

T throws
4
3

~+
2
1

2 3 4 5 6 7 8 9 10 11 12

Score

Figure 6.1 Normal distribution curve for throwing two dice.

Thisis abar graph which shows 36 throws of two six-sided dice. The
resulting curve i what is known as a normal distribution. Out of a
total of 36 throws, only 1 would be 2, 2 would be 3, 4 would be 4, 2
would be 11, etc. The extremes are less likely than the middle, but
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nevertheless possible. We could get such a curve with any range of
numbers we liked. To get one in the range 1 to 7 for our goblin we pick
arandom numberintherangeOto3 andaddittoanotherin the range
1 to 4. In Spectrum BASIC:

109 LET R = INT(RND * 3)

119 LET S = INT(RND * 3)+1

120 LET MONSTER = R+S

13¢ IF SIRJON > MONSTER THEN LET MONSTER = ¢

We can devise formulae to assign just about any probability to any
value in any range, which makes for great variety in monsters,
though usually linear probability (equal chance) and normal distri-
bution are the only curves used. The important thing to remember is
that it should be balanced so that the player has at least some chance
of defeating it. Chapter 11 includes a routine to allow different
ranges of random number generation for use in non-micro adven-
tureswhich can easily be adapted for use in micro games themselves.

Let us return to the other problem, that of player interaction. All
we have added so far is the possibility that the player, learning from
previous games, may choose not to fight a particular monster. This
means that he must be given either prior warning of the monster or
given the opportunity of retreating when the monster is encoun-
tered. It is common for warnings to be available in one of two ways.
Either the character has some device for looking a small way ahead,
such as a lamp, a magical orb or radar, or a warning is flashed up on
the screen that ‘a monster is near’, but no indication is given of how
near or in what direction. A lamp routine is included in the game at
the end of this chapter. It is a simple matter, however, to program a
warning routine. The stages are as follows:

1. INSPECT THE CONTENTS OF ALL ADJACENT
LOCATIONS

2. IFNO LOCATION CONTAINS AMONSTER THEN END THE
ROUTINE

3. IF ONE OR MORE LOCATIONS CONTAIN A MONSTER
THEN PRINT A WARNING

The warning need not be in words, of course. It could be a flashing
danger sign, for example, or it could use the sound facilities of your
micro if it has them, If a player has to respond to visual and aural
signals as well as words, he has much more to learn and to pay
attention to in play.

Retreat can be written into encounters as a combat option. A
common mechanism is to program combat in two stages:
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1. ASK THE PLAYER WHETHER HE/SHE WISHES TO
RETREAT OR NOT

2. IFTHE PLAYERATTACKS PRINT THE VARIOUS OPTIONS
AVAILABLE, INCLUDING RETREAT

Ifthe character retreats then the monster probably has achance of
hitting him in the back (what players of war games refer to as a ‘free
blow’) and this chance can be dependent on the relative speeds or
dexterities of the character and monster. Retreat might automatic-
ally be to the previous location, in which case this might be
remembered by the program, usually by setting a flag,orcanbeina
random direction, in which case the character may blunder into
another monster’s lair or worse peril.

This gives the player some choice, but not much. Other variables
are needed, and these can be added by considering the variablesin a
real combat. So far we have looked at the relative skill of character
and monster, and at the option of attacking or retreating. We can
further modify both of these, because fighters generally have differ-
ent classes of skill. A broad distinction can be made between ‘attack-
ing skillg’ and ‘defending skills’, and these can be further broken
down, e.g., into missile skills, edged-weapon skills, bludgeoning
skills, manual dexterity, and so forth. In our games we will stick to
attack and defence.

Similarly the attack and retreat options could be supplemented by
other options such as the use of magic, the opportunity of talking to
the opponent, the possibility of bribery, and so forth. We will see
whether all of these options can be included in our combat game, but
will not take any of them further for the moment.

Inaddition toskilland abroad choice of strategy the character may
also have a choice of weapons and/or armour. These can be offered at
the very beginning when the game is being set up, or may be found or
bought en route (as local rewards), or the player may have a perman-
entselection that he carries with him. We will use sword, spear, flail,
and knife as weapon choices, and have different pieces of armour,
including a shield. Whereas all the armour can be carried at once,
only one weapon can be used at once, so the weapon will be a fluctuat-
ing variable whereas the armour will be a cumulative variable
giving a cumulative improvement in defence.

All this armour would be rather heavy, so carrying it will also
entail a cumulative penalty we can call fatigue. It is also possible to
use weapons in different ways, such as slashing, thrusting, piercing,
etc. Wewill allow a simple tactical choice for all weapons, namely ‘up’
(raises the arm) and ‘forward’. We can regard ‘up’ as essentially
defensive but good against large enemies and flying enemies, where-
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as ‘forward’ is essentially offensive, being good against smaller
enemies and enemies on the ground. Shield up is the best defence but
shield forward adds to the attack value.

Finally, certain environments might affect certain weapons or
strategies, and certainenemies may wellbe defended against certain
attacks. Let us decide that the monsters encountered will have their
own range of armour and weapons as well as different preferred
strategies, so the player will have to learn by experience what works
best with particular opponents.

There are two reasons for having so many different levels of com-
plexity. The first isthat it gives the player a large number of possible
tactical options and he mustlearn which give the best chance against
a particular opponent in a particular situation. This means that the
game will be a challenge for a long time, with a great deal to learn.
The second is that all these variables can be built into other aspects of
the game, so that combat is not simply a separate and independent
aspect. For example, different magical objects may improve certain
skills or weapons, or reduce certain enemy attacks. It may also be
possible to lure an enemy into a place where the player knows a tactic
ig very successful, e.g., out into the open where abow can be used. The
character’s chance in a particular combat will depend on whether he
has managed to obtain the correct armour or weapon for a particular
combat.

Before examining how we might turn all this into BASIC, let us
look at monster combat. Monsters could be given a set of choices,
weapons, and armour identical to those available to the character. If
so, then each moment of combat could be determined by a series of
random choices. It is more interesting, however, to give different
monsters different strategies, so that trolls, for example, tend to
attack with ‘flail up’, whereas goblins tend to use “sword forward’.
Trolls usually have helmets; goblins usually have hauberks. In such
a way no combat can have a certain result. The player can learn that
trolls tend to do certain things, but cannot be certain that any par-
ticular troll will do that.

It is also a good idea to give monsters a few options which are not
normally available to the player. A dragon might be able to breathe
fire, a griffon might be able to fly and attack from above, a magician
might be able to use a magical wand. If monsters are given wands,
weapons, and armour it should be possible for a victorious character
to take such objects from the dead. This is an obvious form of direct
reward for success.

Now, how do we code all this?

Initially we must decide how much information is available to the
player. At one extreme no information might be given, asina puzzle

29




game, and the player would be left to discover what weapons, skills,
and monsters were around and what they did. At the other extreme
instructions could list all possible alternatives and which to use
when. Both of these seem foolish, the former because the player
would become bored before learning sufficiently tobe able to play and
the latter because there is nodiscovery, nolearning to do. So it would
seem best to give some information to the player and make him
discover and learn the rest. So in our general instructions we will put
the following:

This gameinvolvesachoice of weapon, suchassword orspearanda
choice of tactic, such as‘retreat’ or‘sword up’. You canimprove both
your attacking and defensive abilities, especially by collecting
pieces of armour. There are many monsters to be encountered.
Each monster prefers a particular weapon and tactic, but they do
not always use it.

During each fight the screen will display the current weapon, tactic,
and armour of both opponents, together with their basic offensive
and defensive skills, so that the player will gradually become famil-
iar with the range of options and variations, and gradually be more
able to predict what is likely to occur. In broad terms, this is how
people learn to fight in reality, by knowing what is possible, what is
likely, and what can be done when. However, we will not display the
calculations that are being used, so the player can only observe the
effectsofhis actionsand notthe hidden causes which are buried in the
program’s functions and routines.

6.2 The Mines of Merlin

Let us now plan a second adventure game which gets rid of some of
the faults of the puzzle game, The Throne of Camelot. These problems
are:

1. It is fixed in form, so does not change each time it is played.

2. It uses a great deal of RAM.

3. It does not allow much overall strategy and has no combat
elements, unlike non-micro adventures.

What we will try to design is a game which uses only a relatively
small amount of memory, will vary from game to game, and will
allow some strategy and combat.

We will use the seeded random map method because this holds all
the information on the adventure in one function, avoiding the
necessity to hold a complex map representation separately in
memory. We will situate the adventure entirely underground in the
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conventional way, so we shall want "up’ and ‘down’ as commands in
addition to the normal N, S, E, and W. Let us call this adventure The
Mines of Merlin.

The function P=SQR(X*X +Y*Y*Z) will be used to determine the
features of any location, where Y is the north—south dimension, X is
the east—west dimension, and Z is the up—~down dimension. As we
want a different game each time we shall start with different values
for X and Y (but not Z, because we always start at ground level with
7=1). Each time the player moves the function is used to determine
what exits are available from the new location, and only movement
in those directions is then allowed. So movement only involves
changing XY, or Z each time and recalculating the function, a
subroutine we will house at lines 100¢ to 150¢ as it will be used quite a
lot.

However, the same function can be used to tell us a great deal more
about each location. What the function returns is the non-integer
part of a number (the part after the decimal point). The Spectrum
givesus eight digits after the decimal point. If we take the value 0f0.4
as indicating a connection between two adjacent locations, and we
define a function accordingly:

DEF FNp() = SQR(X*X+Y*Y*Z)— INT(SQR(X*X+Y*Y*Z))

then we can use this function with suitably altered parameters to test
for available exits, as in lines 100@ to 2220 of the program. The
complete listing is given at the end of this chapter.

However, the formula can also be used to give other information
about a particular location. What the function is generating is a
pseudo-random number which is nevertheless always the same for
given values of X, Y, and Z. We can therefore use it as we would any
other random number, to determine if treasures are at that location,
or monsters, or if particular events are likely (and what their likeli-
hood is).

For example, suppose there are five chances in a hundred of gold
pieces at each location. We take any portion of the eight digits we
have at a particular location, turn it into a value between one and a
hundred, and see if it is above the limit of five. Thus if we decide on
digits one and two of the number and the number is 0.044 856 47 we
need to do the following:

1. Multiply by 100 to give 04.485 647.

2. Get rid of the decimal part to give 04, i.e., 4.

3. See if this number is less than 5, which it is.

4. Interpret the result—there are some gold pieces here.
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We would then want to find out how many gold pieces there are, for
which we might use digits five, six, and seven. So here we do the
following:

Multiply by 10 000 to give 0448.564 7.

Get rid of the integer part to give 0.564 7.

Multiply by 1000 to give 564.7.

Get rid of the decimal part to give 564.

Interpret the result— there are 564 gold pieces here.

Ok 09 b

Naturally if there are no gold pieces here, digits five, six, and
seven could be used for other purposes, e.g., to calculate the strength
of an encountered monster or as a variable for sending control to a
subroutine. If a digit or set of digits is used for a particular purpose,
such as calculating the amount of gold, they can still be used for other
purposes, but remember that the two things will be connected. So if
the same digits are used to control a routine which turns the player
intoadwarf, andthe key testis whetherdigit five is greaterthan four,
each time more than four hundred gold pieces are found the player
will be turned into a dwarf. This can be used to advantage, however.
For example, suppose we wanted to make the reward for overcoming
a monster directly related to the power of the monster; we can use the
same digits in the random number for calculating both variables.

The general routine to do this testing and calculation is held at
lines 2800 to 2820.

We will keep our game relatively simple. We will not have a map
display as there is no map, but will just give a verbal account of the
exits from each location. It will thus be a simple random wandering
game with asingle aim— towin as many points as possible. However,
wewill employ anumber ofinterrelated variables so that each player
decision has to take more than one factor into account. These will be
his physical powers, his magical powers, the monsters’ physical and
magical powers, the weight ofitemsecarried, hisgeneral constitution,
and the value of treasure.

As we are using a fixed formula it will not be possible to move
objects around the map because we cannot change the number in
each location. We could keep a separate record of objects and loca-
tions but our aim is to save memory so we will have to accept a major
limitation, namely, that in any given location the same kind of event
will recur irrespective of what previously occurred there. So if loca-
tion eleven has 247 gold pieces on its first visit, it will also have them
on all subsequent visits, even if the player takes them!

So we must use the numbers provided by the formula not to give
fixed values or routines but conditional ones. For example, if the
location is to have a treasure routine we can set it up so that some-
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times treasure is found there and sometimes it is lost. Consequently
the player will have to decide whether it is worth the risk to retrace
his steps.

Let us set up eight types of routine in our game, called by the
random number which also maps the dungeon. These are:

Monsters
Treasure
Magical treasure
Potions

Weapons
Accidents
Torches

Food

This means that the required player variables affected by these
possible events must include:

20 Oy O LOHhD =

1. Strength C(D
2. 8kill C(2)
3. Constitution C(3)
4. Knowledge C{4)
5. Food C(b)
6. Maximum burden C(6)
7. Money C(n
8. Magic bolts C(8)
9. Potions C(
10. Weapon value Cao
11. Armour value C(11)
12. Burden C(12)

In addition we want to relate these to each other and give the
player the chance of setting up his own configuration of variables as
the basis ofhis play. The usual way todo this is to let the playerselect
three or four basic variables (within set ranges) on which allthe other
values will depend. Once these have been established the player is
allowed to ‘buy’ equipment according to his idea of the way he will
play. So we will start with the variables STRENGTH, SKILL,
CONSTITUTION, and KNOWLEDGE. Eachcanbe intherange 1 to
20, and the player will be able to assign 12 of those points in addition
to the base value of 8 which each is set to.

Furthermore, the player starts with a hundred silver coins which
he can spend on equipment. When thisinitial configuration has been
set up the program will calculate all the values to fit in the player
variables according to the player’s initial choice.

It should be clear that this is one of the simplest designs for an
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adventure game, yet it is still fun to play. The rest of this chapter will
outline the main blocks of the program in turn and then discuss the
kinds of modification that can be made to improve it. You will find
other alterations that could be made in other chapters, and the best
adventure would actually combine themall, together with some form
of puzzle game. The trouble is that every improvement takes
memory. At present we are working on a minimal interesting game.

We start with a description of how the player’s character variables
will be set up. C(7) is straightforward— every silver piece adds to the
total. Magical bolts will be a similar total of available spells. Potions
will be asimilarinventory, each potion when drunk increasing one of
the basic four characteristics of the character. Weapon value will be
set to the value of the best weapon found so far and will add to or
subtract from attack or defence.

The burden is the total of C(7) + C(8) + C(9) + C(10) + C(5) + C(11),
while the maximum burden is the product of STRENGTH and
CONSTITUTION. Food is a simple number depleted when eaten.
Eating raises CONSTITUTION temporarily. The attack value will
be a formula derived from STRENGTH, SKILL, tactic, and weapon.
Defence value is also based on STRENGTH, SKILL, tactic, and
weapon. Magical attack is similarly based on KNOWLEDGE and
SKILL.

The game will be divided into a number of turns, monitored by the
variable COUNTER, so that exhaustion can be calculated. Every
eight turns the player will lose a number of CONSTITUTION points
which depend on the amount being carried expressed as a proportion
of the weight able to be carried. If CONSTITUTION falls below one
the character dies. Every turn all values are updated, including the
carriable weight and the weight carried, so the program can check on
the current degree of exhaustion. Eating will increase CONSTITU-
TION, but carrying food will increase the burden. So the player must
always balance the value of the articles he or she carries, and their
potential value, against the cumulative penalty of carrying them.
The basic problem thus turns out to be the same as in the puzzle
game— what to carry where and when.

Having sketched the character’s configuration we can goon to the
eight subroutines. ‘Monster’ should be easy to design, if not to code.
The player will find a location containing a monster. He or she must
decide whether to retreat or fight. If retreat is chosen the monster
gets afreeblow at the back of the character. Iffight is chosen, we must
work out who gets the first blow (i.e., who has surprise), for which we
will use the SKILL variable. Having decided on the order for blows,
the player and monster choose in turn whether to use magic or
physical combat, each blow being calculated by comparing the appro-
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priate attack value with the appropriate defence value, modified by a
random factor.

This means that we need a table of monster variables containing
the name ofthe monster, its attack and defence values, and its SKILI,
value. Also it will need CONSTITUTION so that we can calculate
when it is killed. Finally, as the purpose of the game is to accumulate
points, we need a formula for calculating the value of each monster
killed. Tokeep thissimple, we will make the formula the sum ofall its
values before combat begins plus a small random factor.

‘Treasure’ must also be either positive or negative, so that the
player takes chances. We will scatter a number of thieves’ dens
throughout our dungeon. Sometimes the thieves will be in, in which
case they will steal something from the player. At other times they
will not be there, so the player can take some of their treasure.

‘Magical treasure’ will be relatively rare but scattered all over the
place. On the positive side it is able to aid magical combat, but some
treasureis heavy and someiscursed(i.e., it will help the opponent). It
is easy enough for the player to discover the weight of a treasure, but
he or she can only find out if it is cursed by attempting to use it in
combat.

‘Potions’ like magical treasure will be found all over the place but
may be cursed or advantageous. They will increase or reduce one or
more of the four basic abilities.

‘Weapons’ may also be beneficial or harmful, of different combat
values, and may have to be paid for. Sometimes they will be on their
own, but often they will be owned by someone who wants tosell them.

*Accidents’ will include a miscellaneous set of subroutines which
can range from falling down a pit (so losing CONSTITUTION) to
breaking a weapon, to falling in love with a sorceress, and to gaining
maximum KNOWLEDGE.

The ‘torch’ routine will simply give the character a torchor deprive
him of one. The torch can be used for discovering the nature of the
next room before entering it. However, some torches are illusory, so
might not reveal the truth.

The ‘food’ routine will produce locations in which food can be found.
It will be of different weights, and some may have a mild poison in it.
Other food may have magical effects, which could raise the magical
combat value of the player, or reduce one or more values.

Other types of routine like these could be added indefinitely until
all available memoryisconsumed. Eachshould potentially affect one
or more of the player variables, but only in extreme cases should the
result be instant death. As such games are fundamentally random
the key to making them interesting is to add as many features and
variations and interrelations as possible so that there are always
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several things for the player to think about. Any small modifications
which you can invent which have this effect will improve the game.
Suggestionsare giveninlaterchapters, suchastalking and bribery.

The Mines of Merlin
o OREM 295960=validate
& REM 290a=cls
35 REM INSTRUCTIONS
46 GO SUB 8500
REM INITIALISE

M STarRT OF MAIN LOOF
REM FRINT UFDATE

LT COUNTER=COUNTER+1
1 IF DEADR=t THEN GO TO 770
2 LE IUFN TURN+1
&G

4% REM INSTRL
7o GO sUB 5
1T &

REM END OF MAIN LOGF

ST IOMNS

3 INFUT
G0 BUR 2904
REM MDVLMLNT

i FERINT AT &, 85 "WHAT NﬁW””
] FRIMT PQPE. é; "
DU INVERSE o "vrink
§UEYS INVERSE H:”at ”3 INV&F
ULy INVERSE 95 V"ea A b
", IRVERSE 13 "Mt TNVERSE B3 "ove
S UE INVERSE 18 "R"D INVERSE 6f'es
] Y INVERSE lg"TUs o INVY
;”ﬁ|thf”5

-]H FhIN]

. (.,,n n

SUR
TO 446+ (CODE &%)
SLIR 5 RETURN @ BEM D

SUE =Roa: RETURM @ REM E

542 GO BUR S1idar RETURN ¢ REM L

547 G0 REM MOVE

545 B0 SUR Z8odr IF MOVE=S THEM

RETURN

Sidé GO SUE 4000+ (H%10d) s RETURN

S48 G0 SUR S4ee: RETURN @ REM R
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ST ;
ZEG G0 SUR 5560 RETURN @ REM T

ORCH

299 REM input commands

1660 REM

1945 LET MOVE=O

1656 IF TORCHFLAG=2 THEN LET TO

RCHFLAG=¢: RETURN

151 IF MOVE=2 THEN LET MOVE=@:

FRINT "S0OLID ROCE": RETURN

1952 60 SUBR 2900

155 FRINT AT @,81"WHICH WaY™"

1058 LET T$="NSEWUD": GO SUR 295

(%]

10926 IF A$(1)="N" THEN LET X=X-

1: GO SUR Zoao: IF MOVE=Z THEN

LET X=X+1: $£0 TGO 1656

11e¢ IF A%(1)="8" THEN LET X=X+

1: GO SUR 20ea: IF MOVE=D THEN

LLET X=X-1: 60 TO 1a3d

111e@ IF As(l)="E" THEN LET Y=Y+

1: GO SUR 2Boor IF MOVE=?2 THEN

LET ¥Y=Y—1: GO TO 1050

1120 IF A& (L) ="W" THEN LET Y=Y~

1: GO SUR Z0oo: IF MOVE=Z THEN

LET Y=¥+1: GO TO 1056

1128 IF As{li=""  AND Z=1 THEN
FRIMT "YOU'RE ON GROUND LEVEL '™

: GO TO 1650

113a IF As{ly="l1" THEN |LET Z=¥-

e GO GUR Zaoo: IF MOVE=Z THEN

LET Z=7Z+1: GO TO 16356

114 IF asdl)="D" THEN I_LET Z=I+

te G SUR 2eoo: IF MOVESD THEN

LET Z=Z-1: GO TO 150

1928 RETURN

199% REM MOVEMENT

1 0 KUE ;
FETURN

2 IF T

IF MOy

THERN

2 HF £ 1 THEN  LET MO
VE=2: LET TORCHFILA LET M=1aa
Gy GO SUR 2806y 3T 1.z
READ V$: FPRINT "There is "iYég"
here s RETURRN
2095 (0 SR Z9oc
EXITS": LET MOVE=
2010 LET X=X--1: GO SUR 2200 TF
MOVE=31 THEN PFRINT "N
2 LET MOVE= LET ¥
Gy LET ¥=¥X-1: IF
FRINT "SOULTH"

S LET MOVE=G: LET Y=Y-1: 50 065

FRINT &T o,o5"
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Uk 2zZoa: IF MOVE=1 THEN FRINT v

WEST"

2046 LET MOVE=G: LET Y=Y+2: GO S

UB 226é: LET Y=Y-1: IF MOVE=1 TH

EN FRINT "EAST"

2059 LET MOVE=ar LET Z=Z+il: GO 5

UE - LET Z=Z-1: IF MOVE=1 TH

EN "DOWNY

2060 IF zx1 THEM LET MOVE

T Z=Z-1: GO SU 2 LET
IF MOVE=1 THEN M

2200 LET F=FN F O : IF F<LI5 THEN
LET MOVE=Z: RETURN

2219 LET MOVE=1

222G RETURN

2499 REM FRINT UFDATE

2500 FOR I=1 70 12

2502 IF COI)<é THENM LET C{(I)=d

2300 NEXT 1

2310 LET COUNTER=COUNTER+1

2515 LET FIGHT=C(2)+C{(1)Y+C1H)

2516 LET POINT={(ME%£5)+C (7} + (TURN

*32

2928 LET MAGIC=C(4) :C(2)

2323 LET C(&)=C(1)#C (X)) %3

SO LET CUI2)=CH{7)+ (08 #5) +{(3

PHACI) 2B +{C(TI*D)+(C(11) %)

2TIT IF C(12) =L (6) AND F<:=1 THEN
G0 SUE 2906: FRINT AT @,03: FR

INT "You're carrying too much. ¥

ou must drop something.": GO S

UER S1éé: LET DROF=1

2340 LET FATIGUE=INT (((COUNTEE/

By« (CUI2y /323 /740 (1Y)

2345 LET C(3)=C(3)~-FATIGUE

2344 IF FATIGUE>.S AND F
G0 8UR Z%00: PRINT AT ¢

re feeling haigted”

20%¢ IF C(X) 21 THEN  FRINT

callapse with fatigus and

’ the end of yau. " GO T0

FLET by =ol w0 i Ty #

LET €412

VAL AIM *EIH (LT )+ 0L 1 #4)

2554 PRINT AT 15, 12:" e FRINT

|oTE, 2Ry "

FRINT @7 15, 1E8 INT  CTORCH+

THER
oy You®

ST (D) #5407

2ETE PRINT AT 15, 2931 FOINT
2587 FOR I=1 TO 4
2IER IF O(Iy =20 THEM LET iy =2




MEXT I

FOR I=1 T0O &

FRIMT AT 15+7, 12z "
FRINT &7 15+1,12:601)

FRINT AT 1“-1 8 H
FRINT AT 15+I,2930(1+&)
NEXT 1

A5G IF DROF=1 THEN LET DREQOF=G:
GO TO 2915

28 RETLREN

J7EE REM TO SET CONTROLLING INTE

: REM MOVES all. IR EVART I
TEGERS BEYQOND THE DECIMAL POINT
: SO LET =i F# (M/10) ) —TNT (F#(h/

2805 KEM MOY THE REOUIRED INMTE
{ FETS RID OF THE RERT

ROUF ARD (G

”81“ LET Q=INT {*1e)

5 RETURN

“89” BEM CLEAR TOF WINDDW
3 FRINT AT 9,6

FOR IT=6 TO 8

2931a PRINT AT I,o5"

2PLE ONEXT I

2918 IF TOFPCLEAR=1 THEN RETURN
L2920 FOR 1=9 TO 14

LRET FRINT 6T I,8:5"

BNEXT 1

RETURN

REM VALIDATE IMPLUT

LET Ad=INkEYS

LET ET=6

IF As="" THEN GO TO 2956
IF CODE A$:90 THEM LET At

CHivE
2964 FPRINT AT 1] Y2 "Youw ve typed
"1 A%
2965 FOR I=1 TO LEN (T#)
297¢ IF TH(I) =A% THEN LET KT=i
2975 NEXT I
2980 IF ET=1 THEN RETUERN
2985 680 TD 29%0
2998 RETURN
2999 REM COMBAT ROUTINES
Zole PAUSE loe: GO SUR 2900
20 FPRINT AT @,9:1"Do vou want t
a Retreat, use a magic Bolt or
th%lcal combat?"
JOIo LET Ts="FER"
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GO SUE 29350
IF Asdl)y="F" THEN GO TO I3

IF Asdly="R" THEN &GO TO =2

LET R=FN R(3)

IF RX*1 THEN GO SUR Z9ad:
AT 2,05 "You escape unharmed
" LET RETREAT=1: RETURN

TpFa GO GUEB 2966: PRINT AT &,0:"
You can’t get past"y LET RETREAT

E=ea

o RETURR
2 IF Cigr<l THEN GO SR 2960
FRINT AT @,@:"You have no magil
bolts": PAUSE S000: GO TO Zolo
3 LET F=FN R{40
e LET Ci8r=0C8) -1
o IF REMAGIC THEN GO 1O Z2es
9 FRINT AT @,08 "Your magic bo
lt sends the ""M%:" reeling”
F246 LETY M2=M2)~FN R{1I2)
e RETURN
&0 GO SR 2906 FRINT AT @,
You miss": RETURN
ZIo0 G0 SUER Z90a: PRINT AT a,o3"
Weaparn Up or Forward?"
EET TH="UF"
GO 5UR 2956
S LET Au=-i
IF As="F" THEN LET aAUs=1
LET AD=FIGHT-M(1)
LET AD=INT {({FN RAD))/2)
LET AD=&D+AL-DU
LET DF=INT {(FW RM(Z))/2)
E IF DF:Xab THEN GO SUR 2906
FRINT AT &,0;"A miss": FAUSE 16
B RETURN
FEFG LET DAMAGE=INT (FN R(C(19)+
Ce1Yy)-FM RMS) )
T400 IF DAMAGE<1 THEN LET DaMac
E=1
F4ét LET MI2)=M{2) ~DAMAGE :
Z465 GO sUR 29aor FRINT AT .03
You cause "iDAMAGE:" damage"”
FAUSE 106
RETURN
REM MONSTER COMBAT
LET R=FN R{M(Z))
LET S=FN R(M4))
LET DU=1
IF 81 THEN LET Dl=-|

ot o




3540 IF R:1 THEN GO TO o600
zEse IF MO 2 THEN GO TO 36660
260 LET R=FN R{26:)

57 IF R THEN GO TO 3595
580 G0 SUR 29@0: FRINT AT o, a3
A magical bolt sears out and
hits youw'": FAUSE S@

3585 LET C(E3Y=C(3F)-FN R{Z)

520 RETURN

m=es 60 SUR 29003 FRINT AT @, a3

A magical bolt rushes past your

head": FALISE Sé: RETURN

THO0 LET DA=(FN RM 1) +M(&6)) /2)

Z4H1e LET DA=DA+DU-AL)

Ea6Re LET AF=INT (FN R(C(11)+2))

460 IF DAZAF THEN GO SUR 29600:
FRINT AT @,01"The monster strik
es at vou but misses " PAUS

E So: RETURN

Eed4s LET DAMAGE=FN R {3}

L6560 50 SUR 2990 PRINT AT o,o5"

You re hit": FPAUSE S¢

Fo&ee LET CO3) =0 (3 ~DAMAGE

JETe IF C]O W THEN LET c(lr=o

EETE FRINT "And suffer i DAMAGES
Yodamage”: PAUSE Do

ZhHBO RETURN

416 (30 SUR 2960 PRINT AT 0,03

Here' s a wandering gvpsy. He has

some terrific bargains 14 vou

have enough money. "

Aall PAUSE 100

4ot LET R=FMN R{3)s IF K=3 THEN
50 SUE B4ad: RETLRM

4015 LET R=FN R(4)

@ LET S=FN R{(C(7)/2)+(R%4))

@ PRINT B3 (RY:" for "3i8"" sil

ver pleces, '

4635 PAUSE 108

4u4a PRINT "How many do you want

4045 INPUT T IF T#5:C(7) THEN

FRINT “"Don’t be silly": PALISE 1@

@: (B0 SUR 2900: PRINT AT @,9:: G

0 TO 447

4050 LET Ci7)y=C{7) - (T*5)

405353 GO TO 4e55+R

4054 LET C(3r=0C(5)+T: RETURN

4057 LET CO1e =018 +T: RETURN

4658 LET TORCH=TORCH+T: RETURN

4059 LET C(9=0(R)+11 RETURHM

4099 RETURN
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410a LET RE=FN R{Z)

4101 IF R:SER (POINTY+S THEN GO
TO 4106

4102 GO SUEBE Z98e

41603 LET TOFRCLEAR=1

41095 RESTORE ?249+R

41646 LET KM=R

411e FOR I=1 TO &

4115 READ M1

4126 NEXT 1

4125 READ M%

41730 FRINT AT 9,9:"You see a "iM

%+

4131 PAUSE 1o

4132 LET RETREAT=O

4134 FRINT AT 16,03 "CONSTITUTION
ISy : PRINT AT 19,173 "SKEILL "
iMol)

4135 LET R=FN RM¢1))

4142 LET S=FN R(Ct¢1})

4145 IF 8x=R THEN GO TO 4155
4144 LET F=1: GO SUR 2500

4147 FRINT AT 11,05 "ARMOUR "iM(S
Yi FRINT AT 19,83 "CONSTITUTION v
sME2) 5" "y PRINT AT 16,175 "SEILL
"EMOLY PRINT AT 11,178 "WEAFDN
"R US(DLI+2)

4148 IF MO » THEN GO SUR 3566

4149 (30 SUR 2566

4150 IF RETREAT=2 THEN LET RETR

EAT=¢: LET F=#: LET TOFCLEAR=G:

RETURN

4155 IF O3 0 THEN B0 SUR =

4160 IF RETREAT=1 THEN LET F
LET RETREAT=G; |LET TOFCLEAR=E:

RETURN

41462 LET RETREAT=0

4168 IF C(Z<1 THEN G0 SUER 2906
¢ FRINT AT &,@5"0h dear! You're

dead.": PAUSE 1060: LET DEAD=1: L

ET TOPCLEAR=G: RETIIRN

4176 IF M2 41 THEN GO SUR 2960
¢ LET TOPCLEAR=G: FRINT 8T ¢,05"

Yo kill him in no uncertain ter

ms'": LET F=a: LET ME=t+EMs LET

TR=M2)+M LI+ (MG ¥FN R(Z)): PRI

NT "He had "iTR:" silver pisces"
POPAUSE 1edr LET C(7r=C{7Y+TR: K

ETURN

41960 GO TO 4144

4199 RETURN

4205 G0 SUBR 2906
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4210 FPRINT AT &,85"You're in a t
hiave™s den®

4215 LET h=1loaaod: GO SUER 2800:
LET R=FMN K107

4020 IF RS THEN  FRINT "The thi
at ie in': PAUSE 186: GO TO 4256

225 PRINT "There™s no-one hers"
4270 IF G<3 THEM  FRINT "and no
hooty “@ FAUSE 1éd: RETURN
4275 IF R THEN  LET R=FN R{146
yr FRINT AT @,08"You find "iRsY
gilver pieces": LET C(7i=C(7)+R:

FAUSE 1aa: RETURN
4240 FRINT "You find a piece of
armaur s IF G011 2% THEN  LET O
(11y=C011)+1: PALUGSE S9y RETURN
4250 LET S5=FN R{1oad): FRINT “He
"E51Y silver pleces"

RS2 IR B0=007) THEN GO TO 4270
4285 IF SBHC(7) THEN FPRINMT "But
as youl havern®t snough he' 11 take

something else as well"

A6 TF COLLy =0 THEN FRINMT "a p
tece of armoeur": PALUSE 156¢: LET
Car=Ciliy-1: GO TO 4270

4E65 IF Cild) THEN  FRINT "a&a w
sapon e PALISE 15ar LET C{1e)=(/(

1ev) -1
4276 LET C(73)=C(7)~5: 1IF C{(7)<a
THENM  LET C{(7)=0: FAUBE 1ow: RET
URN
4298 RETURN
4299 REM TREASURE
4510 LET R=FN R (5}

47158 LET S=FN R{15)

4Z16 GO SUER 2900

4320 IF R=1 THEN FRINT AT &,83"
You find "3 INT (8/3)+13i" magic b
olts": LET C(BI=C(B)Y+INT (5/3)+1
+ FAUSE 15@: RETURN

225 IF R=2 THEN FRINT AT &,03"
You tind "iSx51" silver pieces":

FAUSE 1a6: LET C(7)=C(7)+5%5: R
ETURN
4320 IF R=3 THEN FRINT AT é,az"
You find a magical shield”: FAUS
E 1ea:s LET C(11)=1Z: RETURN
41EF IF R=4 THEN FRINT AT @,a3"
You're surrounded by pigmies who
run off with youw weapons": LET
Cllery=e: PAUSE 1oad: RETURN
4748 PRINT AT @,0:i"You find a si
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lver monster who sats all vouwr
armour s FPAUDBE 100 LET Cd1l=0
RETURN

FETURN

 REM FOTTHONM

FRINT "FOTION"

FRINT "You find a potion®

FRINT "Do vou wish to take

(T or drink it (D) o 1

gave it alone (Ly7"

4470 LET TH="TDL"

4446 GO 5UB 2950

4450 LET POISON=FN R{Z)

4460 IF A$(1)="T" THEN LET C(9:

=Py +1

4470 IF A%(1)="D" THEN LET C(9)

=C(Py+i: GO SUR 5210

4498 RETURN

4499 REM WEAFON

4018 LET R=FN R(Z): LET 5=FN R(&

y+3

4515 IF R=1 THEN LET CURSE=1

4520 LET R=FN RCI)+1

45022 LET R=INT {(5/R)

4523 B0 SUR 2909 PRINT AT @,65"
S25 FRINT "You find a “+W${R)

45246 GO SUB SHoo

4528 IF A$(L)="N" THEN RETURN

4329 IF Cale) *R THEN GO SUR 29¢

@: FRINT AT @,85"You already hav

& a better Wweapon. Are you
sure youl want it?": GO SUR 50

Gir IF a$="N" THEN RETURN

453w IF R=5 THEN LET C11l)y=0011

y+2: RETURN

o35 LET COre)=R; RETURN

4598 RETLRN

4599 REM ACCIDENT

466% LET N=100000

46046 GO SUR 2800

4607 LET R=FN R{1o)

4410 IF @43 THEN PRINT "An empt

y cave": FAUSE SHo: RETURN

4615 IF @045 THEN PRINT "You fal

1 down & pit": LET £(3) = C(3)-F

N R(Z): FAUSE 10¢: RETURN

4620 IF R>*3 THEN GO TO 4470

4621 FRINT "You're caught in & w

eb”: PAUSE 3530: LET R=FN R(3); IF
H o= 2 THEN PRINT "but escepe w

ithout harm'": FAUSE So: RETURM
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, IF R=1  THEN FRINT " and y
gu're injured in escaping”: LET

CeE) = Ci3) ~FM RSy FAUSE 100:

RETURN

44624 IF R=Z THEM LET B=FN RIC(1
y % 1.5): IF S5<C01) THEN FRINT

"o escape but are weakened in

the struggle': LET Cil)= i1y -
FN R44): FAUSE 1oo: RETLRN

44656 [F 048 THEN FRIMT "a guill
otine descends fraom aboveand des
trovs one of vour weapans
"y PAUSE 10G: LET Coléar=L010r-1:
RETURN

44658 FPRIMT "Therse is a magical w

atertall here. A few drops sp
lash you and. .. "5 FAUSE @

4685 LET R=FN R{Z)

466G IF R=1 THEN OINT "vou fee
1 muech stronger": LET STR=ETR+Iy
FAUSE HSa: RETURN

4665 IF R=2 THERM  FRINT "it oi
olves youwr armour Ty LET OOl =
g PAUSE 56: RETURMN

4470 PRINT “"vou feel weaker™t L
ET CCEy = C{EY-FMN R(S): Pr =
: RETURN

4678 RETURRM

4760 GO TO 4960

CATRE RETURN

4739 REM NMOTHING

4gaa GO TO 4700

4gae GO SUER 2700 FRINT AT o,a3"
You find an empty cave."

4998 RETURN

Soes FRINT "Do vou wish to take
it

Soie LET Te="yN"

SO2e G0 suUp 2750

SHIG RETURN

Slea 60 TO 311t

D11 60 SUR Z9oor PRINT AT &,03
3111 FPRINT "Do vou want to leave
G112 PRINT "Momey (12"

D113 FRINT "A weapon (2"

Sl14 PRINT A magic item (3"
115 FRINT "4 potion (43"

wlld FRINT "Food (e

S117 FPRINT "Armour ()"

S118 PRINT "Nothing {7

T12¢ LET T$="1234567"
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S122 GO SBUR 295¢

5125 GO TO S125+(VAL (A%) *5)
D136 PRINT "How much?"

F13Z2 INFUT  A: IF A:XC7) THEN B
RINT Z%: GO SUR Z2980: GO TO 5116
5134 LET C{7)=C(7)~Ar RETURN
S1E5 IF Caleny <1 THEN FRINT Y#$:
GO SUB Z296¢: GO TO 5116

5136 LET C(1ay=Ci1a)~1

5137 IF £(9)Y=0 THEN LET CURSE=%
5138 IF CURSE=1 THEN LET R=FN R
(3): IF R=1 THEN LET CURSE=&
5139 RETURN

S140 IF C(8) <1 THEN FRINT Y#: O
0 5UB 2996: GO TO S5i1¢

5142 LET L(B)=C(8i-1: RETURN
S145 IF C{F)<e THEN PFRINT Y$: &
0O SUR 296¢: G0 TO 5116

3147 LET C(R)=C(2i-1t1 RETURN
5150 IF C(S5)y<1 THEN FRINT Y4: G
0 8UR 2900: GO TO 5116

5152 LET C(5r=C(5)~1: RETURN
3138 IF CO11Y<1 THEN FRINT Yé:
G SUR Z9ea: GO T 5116

G157 LET COlly=C(11)—-1: RETURN
El1a9 RETURN

5199 REM EAT

D200 IF C{5YI1 THEN PRINT "You
can’t eat stones.": PAUSE 2¢: RKET
LUFRN

D216 LET D(S) =05 -1

OR2¢ LET COR=C(XY+INT (FMN R(20
=CALEYY A2

5298 RETURN

7% REM FOTION

3 GO SUB 2900: FRINT AT @,o5"

e
4

G318 IF CO?)01 THEN  PRINT “Youo?
ve nao potion®: RETURRN

SIZG LET C{y=C{Fr—1

IF FOISON=1 THEN LET F=FN

(R
SI40 LET R=FN R{&): LET S=FN R4
3
5545 IF P=1 THEN LET POISON=G:
GO0 TO 5376
G560 GO SUR 2900: FRINT AT @, 61"
Your "iC%(8)i " "goes up "iR:i" poi
ntg " LET C(R)=C(5)+R: RETURN
SI7G G0 SUR 2900 PRINT AT ©,05"
Whoops! 'Y It was poisoned ! Your
"TEH 5 1 goes down "3R+11" poid
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ntst: LET C9)=0(5)~FR

=ne8 RETURN

BRey REM rest

=416 LET COUNTER=1

54020 LET R=FN R{3)

s47%0 IF R=1 THEN GO SUE ZYao: P
RINMT AT @,25"VYour noisy breathin
g attracts a monster"s: FAUSE 19
@ G0 SUER 4100

5444 RETURN

549% REM torch

5516 IF TORCH-®.1 THEN FRINT Y4$
RETURN

5520 LET TORCH=TORCH-9. 1

5330 LET TORCHFLAG=1

5540 G SUE 1645

7998 RETURN

79 REM SET UF VARIABLES FUNCTI
ONS AND ARRAYS

garoo RANDOMIZE

goal LET DROF=¢: |LET MkE=0

geo LET kM=ar LET TOFCLEAR=®
BooI LET CURBE=®

Bond LET F=@

BoHoE LET MOVE=O

8ags LET TORCHFLAG=®

8007 LET TORCH=9

g0 LET POISON=q

8009 LET DEAD=Q

8016 DEF FN F ()= SOR (X*X+Y*Y*7}
-~ INT (SR (X%X+Y®Y*Z))

8611 LET FOINT=@

8812 LET TURN=¢

He15 LET H%="How many for"

8020 DEF FN RGO =INT {(RND#*x)+1
8a22 LET X=FN R(lo)+1a: LET Y=FN
R{2®)+19: LET Z=1

8023 LET Z$="You don®t have enou
gh"

8036 LET Y$="You haven't any"
8631 DIM US(3,7)

8a32 LET Us(1)="UpP"

GoIT LET Us(3)="FORWARD"

8635 DIM Ws(5,&)

8034 DIM B$(3,12)

8237 LET DA=G: LET AD=¢

8638 LET Al=¢: LET DU=a

BO3? LET AF=G: LET DF=0

8640 DIM Ce(1Z,12)

G045 DIM C12)

Ba4b DIM Mib)

8¢47 LET Me=4"

neq -
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8048

8t
it

2 % b

[psLHa
8065
Ha7o
8a75
Ba8a0
8a8%
BOo
glaa
81o5
alie
8195
8199
g200

[}
treng
ard
8265
BR06
gale

J

: LET

822
227
8270
8E40
8245

: LET

8246
8247
BL5H
B8R40
8265

LET

Blbb

BR76
+ o
8275

g299

RINT
Qr4a
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LET RETREAT=®

+ LET J%="Do you want to take

LET COUNTER=@: LET FATIGUE=
@ LET FIGHT=6: LET MAGIC=0

FOR I=1 TO 122
READ C# (1)
LET C{I)=g
MEXT I

FOR I=1 TQ %
READ W (1)
NEXT I

FOR I=1 TO 5

REBD E$(1)

NEXT I

CLS

REM sets up character

FRINT "You have 12 points
distribute amongst

t
5

th, Skill, Constitution

Friowl edge”

LET Cd4)y=12

LET C{7)=1&¢

FRINT H#%:" Strength"
INFUT ©41)

IF Co) =04y THENM PRINT
Cely=0: GO TO K214

LET C4)=C{4)-C (1)

LET C(L)y=L01)+8

FRINT H#$:i" Skiil"

INFUT OO

IF CC2 =04y THEM  FRINMT
Ci2)=0: GO TO 822

LET Oy =043 -C(2)

LET C(2y=C(2)+8

FRINT HE:i" Constitution®
IMFUT CCE)

IF CO3) >0y THEN  FRINT
CiZy=0; GO TO 8250

LET C(4)=0C<¢48)--C ()

LET CURy=C(3) +8

FRINT "That leaves "iC{(d4)
Frnowledge”

LET C(45=C(4)+8

REM SETUF DISFLAY

FORr I=1 T0O &

FRINT AT 15+1,0:C%(1)
FRINT AT 15+1,1&6:i0%(1+&)
NEXT I

FRINT AT 15,9: "TORCHES "
AT 15,163 "POINTG "

0 SUR 251 ¥

T4

1%

A:

w o
3

=



gr?% REM buying
gaoeg GO SUE 250 y
g4l IF CO7<28 THEN GO SUR E
. FRINT AT @,9:"You don’t have e
nough money '@ RETURN

G405 FRINT AT @,a87" “)

ai41e FRINT "You hasve 10070537 si
1ver pi =

GO 5UER

(=33
g415 FRINT "Yau can by "
o429 PRINT "ITEM
z mach"
FRINT " (&) épraour {per piled
s
FRINT "{(F) Food pack
jat

435 FRINT " () Krife

1a"
g44a FRINT " {M) Magic bolt

ESH
8445 FRINT "(F) Fotion

Ta
S4%50 FRINT " (8) Sworad

Hen
SA5E FRINT ") Torch

8”
G466 FRINT "(Z2) End buyving"
84465 LET TH="AFKMFEWI": GO GuR 2
Edwl
G478 G0 TO G404+C0DE A%
8471 1IF O7 THEN  FRINT Z%:
GO SUE 29003 TG a0
S472 1LET Cilly=Cili+1y LET €07
=0 (7 ~15: B0 TO 2440
G476 TE C(731a THEN FPRINT Z$:
G0 SUR 29aa: GO TO 8408
G477 LET OO =C(Sy+1s LET CL7)=C
(7)—1@e [HO TO 400
8481 IF C(7y<10 THEN FRINT Z%:
50 5UR 2906 GO TD B466
8482 LET Cdlar=1: LET C(7)=C(7}~
1a: GO TD R4
848% IF C(7)« THEN  FRINT 7%=
GO SUR 268 G0 T 8460
8484 LET B =CE+ 1 LET C(7)=0
Hr GO OTO 8406
8484 STy
GO SUR PN
8487 T Sy =C9)+1: LET C(7r=0
(7)=Z¢ GO TO 8496
8489 IF C0(7)<20 THEN
HO S 2900 1T B46¢
8499 LET Clm =2 LET D(71=f(7)—
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Zar O T 8406

84973 IF C(7)<8 THEN FRINT Z$: 15
0 SUER zZ900:; GO TO 8400

8494 LLET TORCH=TORCH+1: LET C{7)
=G (781 GO TG 8400

8495 RETURN

2498 RETURN

8499 REM INSTRUCTIONS

8500 FRINT AT 10,85 FLASH 1:"MER
LLIN"S MINEG"

BIOT FAUSE Seo: CLS

8319 FRINT " This 15 a random
dungeon containing combat an
d magic. The aim is to gain a
s many paints as possi
bhie" )

28 FRINT AT &,4:5i"This is done
by finding treasures and sl

aying monsters."

8530 PRINT AT 2,01 "But yvou must

watch vourself. If your Constitu
tion drops below 1, youTre

dead. "

8540 FRINT AT 13,8:"You will los
e constitution ","if you forget

to rest, or if"," YOL are w
ounded. ', ,," Constitution and st
rength Y, "determine how much yoee
can carry"i"skill and strength

help combat,","skill &and knowled
ge determine"," magical comb
at."

8350 FRINT ~éi“Fress any key to

continue"

83555 PARUSE 1o6e

8559 CL.S

8340 FPRINT " Food increases con
stitution"

8576 PRINT AT 3,2i"Fotions may i

norease yowr ", " abilities, but
they may be'"," Pl sone
d. "

8580 FRINT AT 7,21 "You start wit
fh eight points","for each of vou

r abilities and"," have twalve
more points to®," distri
brtte.

B&o0 FRINT ™65 "Fress any kay to
continus"

84618 PAUSE 10606

Bo2e CLS : FPRINT AT 10,83 "INITIA
LISING" .

8998 RETURN
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g99% REM DATA
@1 DATA “STRENGTH", "SKILLY, "CO
NSTI?TION", "KNOWLEDGE", "FOOD", "M
aX BURDEN", "MONEY", "MAGIC BOLTS"
LPOTIONEY , "WEAFDN VALUEY, "ARMOU
R OVALUE", "BURDEN"
ga2@ DATA "ENIFE ", "SWORD ", "FLA
L ", "SFEAR U, "BHIELD"
9a30 DATA "Food ","A sword","A p
gtion ","A magic bolt"," Torches
gzal DATA "a gypsy”
g2e2 DATA "a monster"
o7 DATA "a thiet s lair”

DATA "a treasure'

DATA "a potion”
PRes6 DATA "a weapon”
9207 DATA “a hazard”
FE08 DATA "nothing”
G2a% DATE "nothing”
F2160 DATA “"nothing"

258 DATA 7,15,3.4,14,2, "snake”
251 DATA 12,8,2,3, 14,4, "demon”
2752 DATA 9,13%,5,46,%,%9, "gnoblin®

TEE DATA B,16.6,5,7,8,"svart”
ga%4 DATA 13,8, %5,2,10,4, "grendel

GEES DATA 16,46,8.4,12,3,"grim re
aper"

256 DATA 14,4.5,1,1%, 4, "troll"”
9257 DATA 16,10,4,2,11,6,"zombie

9258 DATA 14,12,5,3,16,3, "ghaul "
G9R5G DATA 19,11,6,5,13,7,"giant”
G4t DATA 12,16,6,4,12,5, "ghast”
9261 DATA 18,10,2,3,14,5, "vampir
iy

262 DATA 16,7,75,
F246% DATA 14,14,
E?“

92464 DATA 17,11.8,3,14,7, "gremli
e

PR6ES DATA 10,15,2,2,18, "devourer

2.,14,8,"dragon”

bt

2.9, "Banshe

2646 DATA 18,12.6,46,14,8,"bloods
uckar"

PALT7 DATA 17,14,2,2,18,7, "werewo
1£"

F26H8 DATA 18,146,2,2,12,10,"cl awe
d demon®

P22 DATA 19,15,2.8,14,9, "Beelze
bub "

FERGHG FRINT "END": STOF
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7 TEXT

7.1 Input

The kind of input that an adventure game uses depends to some
extent on its type. A real-time graphics adventure, for example,
needs single-key entry, whereas a complex puzzle adventure needs
input that is as close as possible to ordinary English. There are other
types of input, but we will look at these two, using the second for the
puzzle game of Camelot and the first for The Mines of Merlin. In both
cases the procedure is the same:

INDICATE THAT INPUT IS NEEDED

PLAYER INPUTS INFORMATION

CHECK THAT INFORMATION IS ACCEPTABLE
INTERPRET INPUT

ACT ON INPUT

Single-key input is the easiest to program and in some ways the
easiest for the playerifthere are only a few possible inputs. However,
iftoo many keys are required (more than about eight) the player will
forget which is which and make mistakes. While this can be useful in
some games, most players will dislike a game which is essentially
designed to test their knowledge of the keyboard.

For single-key entry, numbers are easiest to process, particularly
because numericinput is easy tocheck. For example, ifthe numbers 2
to 6 arethe only allowed input, a routine such as this will do the job:

S e BOLID B

99 PRINT “Please type a number between 2 and 6 and press
ENTER”
100 INPUT A
110 LET A =INT A
120 IF A>6 OR A<2 THEN GOTO 9¢

Line 116 is necessary to ensure that players do not try clever input
involving decimals.

As each key on the keyboard has a code, we can define a range of
allowable keys in the same way. The codes for all the Spectrum
characters are contained in Appendix A of the manual. For example,
lower case letters a to f are codes 97 to 102 inclusive. To check this
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input we would change the routine above to read:

9¢ PRINT “Please type a letter from a to f and press ENTER”
160 INPUT A$ ‘
11¢ LET A$=A%$(1): REM JUST IN CASE MORE THAN ONE
LETTER IS TYPED
120 IF CODE A$<97 OR CODE A$>1¢2 THEN GOTO 90

The problem with this isthat the keys we choose are not likely to be
easy toremember unless each letter is the first letter of the command
it stands for, such as the usual N,S,E, W for the points of the compass.
Checking for errors in input as complex as these can itself be quite
complicated.

No matter how clever our program, there will be some possible
inputs we have not allowed for and the player can always make a
mistake. Therefore our error checking not only hasto make sure that
the inputisin the correct range but that it has to be sensitive to other
possible errors. Every time the player presses a key there should be
an appropriate routine to trap any errors. The error trap should come
early in the routine if a mistake is likely, but may come at the end if
mistakes are less likely. If in doubt the check should come immedi-
ately after the INPUT (or GET or INKEY) statement.

If an error is detected then some form of error message should be
sent to the player to inform him or her of the mistake. The best error
messages tell Cad three things:

1. That he or she has made an error.
2. The kind of error that has been made
3. The kind of input that is acceptable

The worst kind of error message is no message at all! The player will
have no idea what is going on or what he is meant to be doing.

If we are allowing a number of different single-key inputs, all we
can do to check them is to test for each one in turn. We could do this
mechanically by using an IF . .. THEN statement for each of the
possible inputs each time input is required, with the default line
being ‘ERROR’, but this has the usual faults of inelegance, wasteful-
ness, and inefficiency.

What we want is a routine to check that the input letteris one of an
acceptable set of characters. It is quite likely that at different points
in the game different sets of characters will be allowed. For example,
during combat the possibilties might be:

A = ATTACK
M = MAGIC
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R = RETREAT

whereas on entering a new location the options might be:

L = LISTEN
R = REST
S = SEARCH
W = WAIT

So the routine should be a general one which can be called whenever
single-letter input is expected to test for its validity.

The obvious method for us to use is to hold the valid charactersas a
string and compare the input character with each of the charactersin
the string in turn. We will call the string T$ (for Test). Then every
time single-letter input is expected we use INKEY$ rather than
INPUT, to maximize the main advantage of single-letter input,
which is speed, using the following routine:

80 REM FOR COMBAT INPUT
90 PRINT “Please type a single letter (A,M or R)”
16¢ LET T$ = “AMRamr”:REM DECLARE TEST STRING
110 GOSUB 1¢¢¢
12¢ PRINT “O.K. That’s valid”
96¢ STOP
999 REM CHECKS FOR VALID CHARACTERS
10¢¢ LET A$ = INKEY$
1010 LETT =¢
102¢ IF A$ =" THEN GOTO 1009
1030 FORI =1 TO LEN (T$)
1640 IF T$() = A$ THENLETT = 1
1050 NEXTI
1960 IF T = 1 THEN RETURN
1¢7¢ PRINT “No, you idiot, A, M or R”
1907¢ GOTO 1000

If you follow this routine through you will see that control only
returns from the subroutine if one of the correct keys is pressed. T is
set to 1 only if one of the correct letters is found and control only
returns to the main routine if T is set to 1.

Subroutine 10¢@ can be called at any time in the game solong as we
remember to declare the test string before the call is made. Notice
that the declared string controls the subroutine by its contents and
length. It is important that we do not include any invalid characters
inthe string, such as punctuation or spaces, unless these are possible
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valid input. Remember also that the longer the string T$ the longer
theroutine will take torun, soitisbestto keep T$ limited to five orsix
characters in each case.

This method of checking isused in The Mines of Merlin, the routine
being held at lines 295 to 2998. Note two refinements here. Line
2960 converts any lower case input to upper case, thus making the
test strings much shorter and easier to code. Line 2964 tells the
player which character he or she has just typed so that any mistakes
can be monitored. One of Cad’s worst features is the way he blames
the program for the way his fingers slip around the keyboard.

If we use single-key input we should try to do the following:

Choose only a few keys.

Choose keys whose meaning easily stands for the appropriate
command.

Make sure we can check for potential errors in the input.
Choose a combination of keys that can easily be handled on the
keyboard, especially if the game is real-time.

R S

What about ‘English’ input? It is usual in text-based adventures
for commands of word pairs to be allowed, such as “GO WEST”,
*“TAKE BOOK?”, etc. These are obviously more complex than single-
key input— they take more time to design, to code, and to use in play,
but they offer much more varied rewards than limited single-key
input.

Even with this complexity a technique similar to that for testing
single-key input can be used. The differences are that INPUT has to
be used instead of INKEY$ (so the ENTER key has to be pressed after
each input by the player) and the string which is input has to be
divided into its separate words. We will asume a two-word input,
though the principles remain the same for longer phrases or sen-
tences. Camelot will only allow two-word input, though later on we’ll
discuss some ways this might be changed. We need to declare some
string variables as well as we will use the following:

A$ is the string input by the player

B$ is the first word

C$ 1is the second word

D$ is the first three letters of the first word
E$ is the first three letters of the second word
N$ is a test string for nouns

V$ is a test string for verbs

It will now become clear why all these are needed. It would be
better if we could use variable names with more mnemonic titles (to
make them easier to remember in writing and debugging the pro-
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gram) but Spectrum BASIC only allows single-letter names for
string variables. The flowchart we will use is:

PLAYER INPUTS TWO-WORD COMMAND

WORDS ARE SEPARATED

D$ IS SET TO THE FIRST THREE LETTERS OF THE FIRST
WORD

D$ IS CHECKED AGAINST V§$

E$ ISSET TO THE FIRSTTHREE LETTERS OF THE SECOND
WORD

E$ IS CHECKED AGAINST N$

o v e

Although we could check the complete words that were input this
would take more time and memory than is necessary. A three-letter
code is enough to distinguish many words and, providing we can
ensure that no pair of valid command words in our program begins
with the same three letters, there will be no problems. Therefore do
not pick CANDLE and CANNON, forexample, in the same program.
If, for some reason, you have to have keywords which start with the
same three letters, you will have to use four-letter codes, or more if
more are needed to distinguish the words, but this should be avoided
if possible.

The Throne of Camelot uses two-word input. Among its allowed
commandsare: LIGHTTORCH, TAKE WHEEL, and SWIM RIVER.
The allowed verbs are thus LIGHT, TAKE, and SWIM, while the
allowed nouns are TORCH, WHEEL, and RIVER. Notice that no two
of these words begin with the same three letters. We can compile
strings made up of the three-letter codes of acceptable words in the
same way that we did for T$ in the single-key input routine above.
Thus somewhere in the program will be a line saying LET N$ =
“TORWHERIV” and another saying LET V$ = “LIGTAKSWTI”".

We can then compare the first three letters of our input words (D$
and E$) with each three-letter section ofthis string and, ifit matches,
we can then branch to the appropriate routine. Let us work through
the whole procedure a stage at a time in Spectrum BASIC. As we will
want this routine quite frequently it should be put early in our
program, at lines 1000 to 1500.

First, input the words:

999 REM TWO WORD INPUT
1009 PRINT “What next?”
1019 INPUT A$
Then separate A$ into two words:
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1029 E;?“,Tw},\i = §: LET B$="": LET C$="": LET D$="": LET

14390 FORI = 1 TO LEN(A$)

1049 IF A$(D=>" THEN LET B$ = A$(1 TO I-1): LET C$ =
A$(1+1 TO LEN(A$)); LET K = K+1

1059 NEXT I

106¢ IF K<>1 OR C$ = *” THEN PRINT “Two words please”;
GOTO 1909

K is a counter which marks the number of spaces found, so line 1459
can check that there is only one space and that two words have been
found.

Next we take the first three letters of each of the two words. The
problem here is with words such as GO which have only two letters.
We have to add a space to these, which means that V$ must include
GO plus space if it is an allowed command, e.g., “LIGTAKGO SWI”.
Line 19060 does this:

1®6@ LET B$ = B$ €= 55 2 TRET C$ — C$ 4o
1¢7¢ LET D$ = B$(1 TO 3): LET E$ = C$(1 TO 3)
1675 LET FL = ¢

In a similar way we can use a string such as “N S E W” to define
movement commands which can be input as single-letter commands
but will not be confused with the initial letters of other words.

Now we check D$ against the verb codes (V$) and E$ against the
noun codes (N$). As the process is the same for both we can use the
same checking routine twice, providing we declare the relevant
strings before we call it:

10890 L.ET'T$ = V$: LET U$ = D$: GOSUB 1260

1985 IF FL = 1 THEN RETURN

109¢ LET T$ = N$: LET U$ = E$: GOSUB 12¢0

1¢95 IF FL=1 THEN RETURN

1096 PRINT “O.K.”

1099 RETURN

1199 REM ROUTINE TO COMPARE TEST STRING AND
INPUT WORD

1266 FORI = 1TO LEN(T$) STEP 3

1219 IF T$(I TO 1+2) = U$ THEN RETURN

1220 NEXTI

1230 PRINT “I don’t know how to”; A$: LETFL =1

124¢ RETURN

Notetheflag FL set atlines 1975 and 1230, Line 19375 sets it to zero,
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in case it has already been used. Line 123 will set it to one if the first
half of the command is invalid so that, on returning to 1985, the
routineis not runfor the second part. Notice also the STEP command
in line 1203, which may be an instruction you have not used before.
This simply means that the FOR . . . NEXT loop between lines 12(:¢
and 1220 will increase I by three at a time, thus moving along T$
three characters at a time, which is how our codes are grouped.
Normally a FOR . . . NEXT loop will operate in steps of one, which is
the default value if STEP is not specified.

Having checked that the input is alright we now have to branch to
the appropriate routine in the program. The most elegant way to do
this would be to use numerical input orcharacter codes as the basis of
sending control to subroutines. For example, a very elegant input
and selection routine would be:

90 PRINT “Please type an instruction from 1 to 9”
109 INPUT A: LET A = INT(A): IF A<1 OR A>9 THEN GOTO
199
11¢ GOSUB A * 100

This sends control to subroutines beginning at lines 100§, 2609, etc.,
up to 9¢09. However, such elegance is not always possible if the input
isinitial letters or full words. By careful design we could send control
to asubroutine related to the character CODE or the sum of the codes
in any three-letter combination, but the design effort is probably not
worth while. Consequently, a series of one-line tests is used to direct
control to appropriate routines, of the form:

IF input = keyword x THEN GOSUB routine y
For our single-key example appropriate lines might be:
130 IF A$ =“A” THEN GOSUB 2000

14¢ IF A$ = “M” THEN GOSUB 2100
15¢ IF A$ = “R” THEN GOSUB 22¢¢

and for two-word input appropriate lines might be:

13¢ IF B$ = “TAK” THEN GOSUB 2004
140 IF B$ = “SWI” THEN GOSUB 216¢
etc.

However, Spectrum BASIC can go one better than this to make
things somewhat easier. The parameter of a GOSUB or a GOTO can
be a numeric variable and numeric variables may be any number of
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characters. Consequently, each acceptable letter or three-letter code
can be used as a variable name, and the value of the variable ¢can be
declared as the line number of the appropriate subroutine.

To clarify this let us use the example of SWIM. Suppose that the
swimming routine begins at line 211@. During initialization of the
program we can assign a value to the variable called SWI, whichalso
happens to be our three-letter code for swim. When input has been
through all the validation checks B$ will hold “SWI” as the first part
of the first word. If we can turn the string held by B$ into the value
held by the variable with the same name, we can use the input string
to direct control.

The function which does this is VAL, which turns a string into its
appropriate value. If our program contains among others the follow-
ing lines:

19 LET SWI = 2119

.....................

.....................

....................

then it will work if “SWIM” is the first word input.

The advantage of this is that it is easy to follow the workings of the
program and it saves coding. We need a LET command for every
acceptable input word, but can dispense with all the long-winded IF
.. .THEN statements. It also allows clever programmers to alter the
routine a particular command is running. For example, there may be
two locations in which a player might be allowed to swim, namely, a
placid stream and a dangerous river. If the player swims in the
stream there is no danger of drowning. For the river, everything is
the same as for the stream, except that there is the danger of drown-
ing. Therefore the same routine will be used for each, with an extra
piece of code for the river. If this extra piece of code was held at line
2005, with the common routine at 2119, then a line like the following
could make use of it:

135 IF LOCATION = RIVER THEN LET SWI = 205

However, this trick will only be of use in a few circumstances, asextra

code can be held and called in other ways, e.g., by the use of flags or
nested subroutines.
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As the most frequently used nouns will be those for movement we
canspeed things upby having two noun strings, one full ofobjects and
the other for directions, i.e., "NORSOUEASWES”, and only test the
latter when a valid movement verb is detected,i.e., in the case of
Camelot the verb GO. In addition, we will need two special com-
mands which do not need nouns, namely, HELP and INVENTORY.
The first of these gives help to the player with problems; the second
lists all the objects he or she currently has. Before the standard word
comparison routine we need three separate tests for these three
verbs. As the latter two have no nouns, we test for these before the
main routine, i.e., between lines 1015 and 192¢:

1016 IF A$(1 TO 3)
1417 IF A$(1 TO 3)

“INV” THEN GOSUB INV: RETURN
“HEL” THEN GOSUB HEL: RETURN

The test for GO will come before the main verb and noun tests, i.e.,
before 1980. IfW$ is the string“NORSOUEASWES” then lines 1978
and 1979 will do the job:

1978 IF D$ = “GO” THEN LET T$ = W$: LET U$ = E$: GOSUB
12¢0¢: IF FL = 1 THEN RETURN
1§79 IF D$ = “GO” THEN GOSUB VAL(B$): RETURN

These check that the word following GO is a legitimate direction,
send control back to the main program if not, or forward to the GO
routine if it is.

We must also minimize the effects of faulty input of commands.
Likely mistakes involve typing only one word, or words of less than
three letters, or extra spaces. Because the checking routine uses the
string slicer these mistakes could give the error number 3, ‘subscript
wrong’, for example, because the string is not long enough to be
sliced. An easy way to avoid most of these problems is to declare the
variables not as empty strings but as strings of spaces and to clear
each string to the required number of spaces each time the input loop
is used. This is done in lines 100 and 1911 of the program.

Once the loop has run it will return with a flag marking an error if
one has occurred, and input will again be repeated. However, if both
input words are all right control will have to be passed to other
routines in the program. In the case of Camelot the routines are
movement (block 3) or description (blocks 4 and 5). In order that the
detected verbs and nouns can be used in such control they have to be
given numerical values, and if we do not want to use the method
already outlined of declaring variables with the same names as the
verb codes and values equalto the subroutine line numbers we have
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one further alternative.

For every verb or noun we already have a value, namely, the
posmon of the three-letter code for each word in the relevant string.
This is counted by the variable I in the loop which attempts to match
D$ or E$ against these codes, but 1is used as the variable in several
other loops, so monitoring it might become confusing. Consequently,
thereisacommandinline 1219 whichsets K tothe same valueaslifa
match is found in the checking loop. Then K is passed back to the
main checking routine where it is turned into the appropriate vari-
able, here called VERB or NOUN.

If there are special words to be detected then VERB and NOUN
may have to be set specially. In Camelot there are two such words,
INVENTORY and HELP, which are looked for as special cases before
the general checker. For these, VERB has to be set specially.

With these two variables, VERB and NOUN, most of the descrip-
tive routines can be called. VERB is used as the control variable to
call the appropriate verb routines and NOUN is used as one of the
variables which determines the exact subroutine which is used.

As these are crucial values it is very important to approach them
from a logical point of view. While coding my adventures I use three
major reference sheets to find my way through the program. These
are doubly important if you have no printer so cannot obtain hard
copy of the problematic or unfinished areas of your program.

My first reference sheet is a map of the logical maze with each
location numbered as outlined in Chapter 6. Each location which is
either a GET or NEED square has G or N written in it, plus the noun
or nouns which are there. In addition any special puzzles or features
are also noted here, such as the river which has to be swum. Finally,
an H is placed in each square where an object is hidden, rather than
immediately obvious.

Tomake things easy I use the variable LOCATION in the program
to hold the PEEK code for each location on the map, and this is the
control variable for the description routines in block 6 (lines 6009 to
6999). The correspondence is as follows: the location numberisonmy
hand-drawn map, is held above Ramtop in a specific address, and
when multiplied by 10 and added to 60@@ gives us the number of the
description routine.

Thesecondlistisofall the verbroutines and theirstartlines. These
should be regularly spaced (1 use 20 lines) and kept in the same order
asthe verbsin the verbstring. Consequently, ifyoudecide thata verb
is not to be used after all or a new one is to be added youcansee at a
glance where it should go in the verb string and in the program,
without having to worry about keeping track of how many there are
or what VERB should be set. (As usual put the most frequently used
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verbsfirstinthelist, early in the verbstring and early in the program
block.)

Finally, there is the list of nouns. This is probably the most import-
ant of the lists. It holds the names of all the objects and the solutions
they are partof, aswell asthe line numbers of the verbroutines which
usethem, The nouns are listed in the orderthey areheld in the arrays
o() and 0$(), which roughly corresponds to the order the GETs and
NEEDs should be encountered in the program to solve it. It is import-
ant to have a complete list because the noun routines, being the end
points of a series of calls, can seldom be held in a very logical way and
will therefore be difficult to locate during debugging. REM state-
ments would help with this problem, but as so many would be needed
that the size of the program may well be doubled they would have to
be removed from the finished version.

7.2 Talking to monsters

It is all very well killing monsters and stealing all their wordly
goods, but not every monster is hostile and some may be too powerful
for a lowly adventurer to pit himself against. In such circumstances
the wily adventurer is best advised to use sly flattery, gentle persua-
sion, high-sounding oaths, blood-chilling threats, or any other form
of conversation which seemslikely to part the monster from his prize.
However, this means that the monster should be able to talk back,
and talking is a difficult thing to simulate.

Two approaches are possible on a micro. We can aim for as full a
simulation as possible in which many tests and transformations are
made on the language, attempts are made at meaningfulness, and a
wide and varied vocabulary is used. Or we can settle for a couple of
sleight-of-hand tricks, which appear to allow conversation but
actually just do random things with words.

The first approach is very complex, too difficult to give a full
account of here, but useful routines can be adapted from the Eliza or
Doctor routines found in many books of programs for micros. These
routines are based on two procedures— in the processing of input the
program checks for keywords by comparing each input word against
a dictionary of recognized words and, according to the match that is
found, will compile an output string with an appropriate meaning;
and in the processing of that output some changes are made to the
structure to make it fit grammatically with the input string.

Anexample of the first kind would be a test for a word like ‘fight’. If
this was found the monster might respond with ‘So you want to fight,
do you? and control might switch to the combat routine. An example
of the second would be the transformation of pronouns, where if the
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first string is something like ‘I will give you my sword’, then the
output might be ‘0.K. I'll take your sword’.

This requires a great deal of thought. The least that isrequired ofa
good routine to do this is that it should have a large and appropriate
vocabulary, that it should produce reasonably grammatical sen-
tences, that it should allow input of strings longer than two words,
and that the response should be connected to the input. This means
we would have to think of all the words likely to occur and find some
appropriate response for each, which might demand much more work
than the program justifies. However the essential design is easy to
describe (Fig. 7.1).

ACCEPT INPUT STRING

SEPARATE STRING INTO COMPONENT WORDS

HOLD ALL WORDS IN MEMORY

COMPARE ALL INPUT WORDS AGAINST THE
DICTIONARY OF KEYWORDS

IF A KEYWORD IS FOUND THEN EXECUTE THE
APPROPRIATE SUBROUTINE

IF THE SUBROUTINE USES THE ORIGINAL STRING THEN
DO THE NECESSARY TRANSFORMATIONS ON THAT
STRING

IF NO KEYWORDS ARE FOUND THEN EXECUTE A
DEFAULT OUTPUT

8. IF THE KEYWORD SENDS CONTROL TO ANOTHER
ROUTINE THEN EXECUTE THAT ROUTINE, OTHERWISE
GO TO THE BEGINNING OF THE CONVERSATION LOOP

Figure 7.1

o v AL

=

Stages 2 and 3 are simply expansions of the routines we have
already used to analyse two-word input, namely, looking for spaces
and holding all items between spaces as separate words. Stage 4 will
take each word in turn and each word in the database vocabulary and
compare the two ofthem. This could be a very long process, especially
if the input string or the vocabulary is large. It can be speeded
somewhat by using a three- or four-letter code rather than the full
word for matching (but this may result in faulty matches), by ignor-
ing all words of less than four or more than six letters(because these
arelikely tobe unusual or else serving grammatical but not semantic
purposes) and by using an indexing system, based either on the
alphabet or the CODEs of the characters, so that the search can
branch through the database rather than lock at every item.

For example, suppose the input string was ‘Give me your jewels or
I'll chop off your head, you sycophant’. In consulting our dictionary
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the simple method would be to take each word in turn and, using FOR
.. .NEXTloops, compareit witheachword in thedictionary. Butitis
unlikely that any interesting responses can be built into the
programtodeal with or’, ‘off, “me’, "you’, or ‘sycophant’, which iswhy
these are all outside our word length limit. ‘Tl could also be excluded
because it containsinternal punctuation and this could be tested for.
Thismeansa 12-wordstringisreducedtosix. Foreachofthese sixthe
program could then do the word-by-word comparison, but if we
arrange our dictionary in such a way that words can be compared
alphabetically, such as by using a number of string arrays, the
number of tests can be greatly reduced. If we suppose that only ‘give’
is held in this dictionary and the comparison is made alphabetically
it would take only two tests to find a match, as the program first looks
at ‘chop’ and then ‘give’.

Stage 5 is the heart ofthe program. For each keyword one or more
possible outputs should be allowed. These could be randomly selected
once control has been directed to them, or they could be motivated in
some other way, as discussed in Chapter 8. For our sample string
some transformations might also be used. For example, the ‘give’
routine could take all the words between ‘give’ and the end of the
input string or a conjunction (in this case ‘or’), and invert any pro-
nouns found in that substring, in order to get ‘give you my jewels’. To
this the routine adds ‘If T’ and *what will you give me?’. So the output .
formula is;

‘If I* + transformed input string + ‘what will you give me?

giving the perfectly meaningful response ‘If I give you my jewels,
what will you give me?’. Note that to do this, the program only needs
torecognize ONE keyword. It does not need to know what jewels are,
nor who ‘you’ refers to.

The default output, used if no keywords are found, would contain a
number of choices of non-committal remarks, such as ‘Tell me more’,
‘That’seasy for youtosay'," Idon’t understand’, and soon. Evenwith a
first class string processing program theseremarkswill be used more
than any other, so a wide choice is needed to prevent too much
repetition.

In principle routines like these could be used throughout entire
adventures, not just in exchanges with monsters. However, in prac-
tice this has not been done, for the reasons many other potentials of
adventures have not been realized— it takes too much time to code,
too much memory is used, there are many problems with design of
suitable algorithms, and no one has seriously tried it.

The easy option has been used quite successfully. This invelves
more trickery than actual conversation, though the principles are
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quite similar to those just discussed. Here no attempt has been made
to“understand’ the input string, but the monster makes a more orless
random choice between a set of responses which make sense in the
context. '

For example, the player may be given a simple choice between
fighting and talking to a monster. He chooses the latter because
strength is low and says, ‘Tm very fond of gobling’. There are many
possible responses to such a remark— the monster could ask for more
information, could become angry, could become very friendly, could
be wary or deceitful. All of these possible attitudes can be expressed
by phrases which are unconnected to the phrase which sets them off:

Tell me more.

So all you can say is ‘T'm very fond of goblins, is it?’

I'm glad you’ve said that.

So that’s what you think, is it?

You'll have to give me some time to think of an answer.

Being unconnected to the input string these can be chosenrandom-
ly and, providing the next choice is reasonably consistent, this will
appear tomake sense and couldeventually lead tocombatorto giving
treasure, or to the monster stealing from the character, or any other
action of the monster which is coded in the program,

A sample routine for this which could be added to The Mines of
Merlin is given below:

3800 LETR=0

38p5 PRINT “What do you have to say?”

381¢ LET R = FNR(3) + R

382¢ INPUT A$

3822 IF R < 1 THEN GOTO 3950

3825 GOTO 3839 + (R*5)

3839 PRINT “I'm fed up with this, I'm going”: RETURN :REM
GOES BACK TO MAIN ROUTINE

3835 PRINT “Sothat’s how you feelisit?”: LETR =R + 1: GOTO
3810

3840 PRINT®“Idon’tquiteunderstandyou”: LETR =R —2: GOTO
3819

3845 PRINT “Haven’t you anything better to say than that?”:
LETR = R + 1: GOTO 3819

3850 PRINT“Soyouwouldlikemenottoeatyou?”: LETR=R - 3:
GOTO 3819

3855 PRINT “Do you want to be friendly then?”: LETR =R - 5:
GOTO 381¢
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3860 PRINT"Tmgettingimpatient”: LETR=R + 3: GOTQ 3819

3865 PRINT “I detest adventurers like you”: LETR =R + 2

387¢ PRINT “I could give you a reward if you behaved nicely”:
LETR =R - 5: GOTO 381¢

3875 PRINT"“Ihate people whosaythingslikethat”: LETR=R +

3: GOTO 381¢

3880 PRINT“You’dbest watchoutformytemper”: LETR=R —1:
GOTO 3819

3885 PRINT“You've one more chance to be pleasant”: LETR =R
— 2: GOTO 3810

3899 PRINT “I WARNED YOU!” GOSUB COMBAT
ROUTINE: RETURN

3835 PRINT “Because I think you're so rude I'm taking your
treasure”: LET (treasure variable) = ¢ RETURN

3909 PRINT “Stuff this for a lark”: LET (treasure variable) = ¢
GOSUB COMBAT ROUTINE: RETURN

3905 PRINT “The monster works himself up into an apoplectic fit
and expires on the floor”: LET (treasure variable) =
(treasure variable) + (monster’s treasure): RETURN -

395¢ PRINT“Youseemsofriendly 'mgoingtoletyouhave allmy
hard earned savings”: LET (treasure variable) = (treasure
variable) + (monster’s treasure): RETURN

This works quite simply by increasing and decreasing R according
to a random factor and according to the output string chosen. As R
goes down the monster is more likely to give his treasure away; as it
goes up he is more likely to fly into a rage. However, if he gets really
angry he may have afit as aresult, and if R ever becomes one he may
Just get fed up and go away. The strings are muddled up a little in
order to make sure that R can fluctuate, because monsters are notor-
iously temperamental. However, the random variable added each
time will always tend to push him towards anger, so the longer the
character talks, the more likely he is to annoy the monster.

The routine can easily be expanded or contracted by adding and
subtracting lines, and other outcomes can be added by using other
values of R to direct control to other routines, or by building in other
variables. It would also be possible to incorporate simple checks on
the player’sinput to affect these variables. For example, a dictionary
of swear words could be used as a database to check input, where two
such words would immediately send the monster into a rage.

136



8 CHROME

8.1 The need for chrome

‘Chrome’ is a word used by board game designers to refer to the
decoration and additional detail that a game might have which has
no effect on the structure of the game or its play, but may, even so, be
essential to the flavour of the game. In a board game chrome would
include the scenario narratives, the attractiveness of counters, the
box design, background information, special presentation features,
additional variations, etc. Its purpose and effect is very much like the
chrome bodywork on acar— itis very attractive, it adds to the price, it
addsnothing to the performance of the car, yet it may very well be the
thing which attracts the buyer most. Inour casechrome isto attracta
player. It makes the game unique and intriguing, irrespective of
what actual play is like, So, though not strictly necessary, chrome
may be essential to the feel of a game and its overall effect on the
players, even if the shape and design of the game itselfis unremark-
able.

The success of a microgame such as Star Trek depends as much on
its appearance and theme ason its playability and design. The player
can take on the role of Captain Kirk and watch screen displays just
like those of a real starship captain (whatever that is!).

Poorly designed games pay little attention to chrome. Asfar asthe
designer isconcerned it is the game structure which is important, not
what the structure is meant to represent. This has led to a host of
poor quality abstract arcade-type games for the micro which, apart
from their packaging, have little to offer in the way of stimulating
intelligence or imagination. Programmers are not necessarily the
best people to write games. Many excellent programs are dull to play
because there is nothing original on the surface to catch the player’s
attention. On the other hand, there are some very poorly written
games which, because they are well presented and lavishly boxed,
sell much better than their programming deserves,

The aim of the good designer is to choose a game structure which is
not only interesting to play but is also a fair representation of a
reality. It uses detail, effects, graphics, sound, display format,
language, and documentation to create an atmosphere within which
the logical structure of the game program is a coherent and essential
part. :
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So almost anything which enhances the appearance of the game
and makes its logic something real rather than abstract (more like a
simulation than an abstract game— the difference between Mono-
poly and Draughts) is likely to make it a better game, especially if it
adds variety to the game. We do not want to overburden the game
with superficial detail or else players will never actually play. Some
board games suffer from having so many rules and counters, so much
background detail, documentation, and supportive text, that players
never manage to penetrate it and to understand and play the game.
Ideally, therefore, the logic of the game should represent the logic of
the reality which is being ‘simulated’, and the chrome should be
sufficient to make it clear how the game logic is also the logic of a
particular world.

For example, one way of adding interest and variety to a fantasy or
science fiction game, whether it is a micro game or not, is by generat-
ing new names for people and places in the game. This could be done
quite simply by choosing a random sequence of letters from the
alphabet and stringing them together to form a new word. However,
the resulting word could be something like *ZXZQXL’, which is not
much like a real word. In fact it looks like a random series of letters.

Ifwe are talking about English, there are certain rules about letter
sequences that make our language what itis, such asthe fact thata Q
is always followed by a U, or that a word always has at least one
vowel. Actually there are a large number of such rules, and it is
possible to write a program which makes up English words because
such a program can apply all of these rules in stringing letters
together. However, we do not need to go to such lengths to create
words which are varied, original, fantasy-like, yet sufficiently like
English to be regarded as real words and therefore a sufficient
representation of reality to make sense. A program to do this could fit
into about 2K for most machines, and could probably be squeezed into
less. All it needs to do is to take the following rules into account:

1. English words are made up of syllables (usually between one and
four).

2. A syllable is a sequence of sounds, being zero to three consonants
followed by one or two vowels followed by another zero to three
consonants.

3. Certain sounds or letters occur more frequently in normal
language than others.

4. Some letters cannot follow other letters (e.g., in English F is not
followed by N in the same syllable).

The program should first choose a vowel and then decide how
many consonants will precede the vowel and how many will follow. It
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then chooses a sequence of consonants, checking that they can follow
each other legitimately. It does this for both consonant groups and
thendecides iftherewill be any more syllables inthe word. This gives
you an English-like word. ‘
Waysofvarying the type of language essentially involve changing
. oneoftherules1to4above. For example, we could only allow words of
more than two syllables, we could change the relative frequency of
letters (Fig. 8.1 shows the relative frequency of occurrence in
English— this can be controlled by using DATA statements to hold
these letters and changing the number of times a particular letter is
held in these statements), we could change the number of consonants
beforeor after the vowel(s), and we could change the rules permitting
sequences of letters. The latter change might produce some very
strange words because there are some letter sequences which it is
almost impossible to say without making some other sound between
them.

Relative number
Letter of occurrences

/ 1
X 1
J 1
Q 1
K 2
% 3
B 4
P 4
G 4
Y 5
w 5
F 6
M 7
C 7
L 10
D 11
R 15
H 15
S 20
N 20
T 22

Figure 8.1 Relative frequency of consonants in English

The flowchart in Fig. 8.2 outlines a detailed language generating
program along the lines just described. I have used variables with
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SET UP CONSONANT ARRAY CO$(X), VOWEL ARRAY VWH(Y)
¥
READ IN CONSONANTS AND VOWELS
\d
WSE =" SL§ ="": GPS ="'
¥
SY = RAND{1-4}
I =1
¥
CHOOSE VOWEL
M
NV = RANDI1-3)
IF NV =1 THEN CHOOSE EXTRA VOWEL
_‘ CL =8
CN = RAND(O-3}
DOES CN = 07 ——  »DOES CL = g — ¥ el = 1
#N
J =1 N
v
————————————»FL = @
v
CO0 = RANDIL1-X)
v
GP$ = GP$ + CO${CO)
CHECK CONSONANT ORDER
{IF UNACCEPTABLE RETURN FL = 1}
DOES FL = 1%
v lN
DOES J = CN?—Y-—bDOES CL = 17
b ||
e U ek SL$ = SL$ + GP$
SL$ = GP$ + SL§ cP$ =" 4——
+ A\ %
CL =1 DOES I = SY? ————p WDE = WDB + SLE
N 4
GPg§ ="" ‘ PRINT WD$
I= I+ 1 v
+ PRINT " *
WDE = WD§ + SL®
siete ]

X = NUMBER OF CONSONANTS
TO CHOOSE FROM

Y = NUMBER OF VOWELS
TO CHOOSE FROM

Figure 8.2 2
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THE VARIABLES IN THE FLOW CHART ARE:

CO$ {(NUMBER OF CONSONANTS) = CONSONANT ARRAY
VWE (NUMBER OF VOWELS) = VOWEL ARRAY

SY NUMBER OF SYLLABLES PER WORD

V CHOSEN VOWEL NUMBER IN ARRAY

NV CONTROLS NUMBER OF VOWELS PER SYLLABLE
CN NUMBER OF CONSONANTS

SL$ VOWEL STRING

GP§ CURRENT CONSONANT STRING

WD$ CURRENT WORD

ZZ§ CURRENT CONSONANT ORDER STRING

FL FLAG FOR CONSONANT QRDER

CL FLAG FOR FIRST OR LAST CONSONANT GROUP



longnamestomakeitclearer, though these would havetobechanged
for Spectrum BASIC. A version of the program for the Spectrum is
available on the separate cassette. *The main point is that to make
such an idea worth while it has to lock like a real word, with all the
rules built in. There is no point in bothering with this kind of chrome
unless it is done as well as possible.

*The flowchart and deseription of a language generator program first appeared in Issue 10 of
The War Machire, August 1982.

8.2 Intelligence in adventure

‘Intelligence’ means here not player intelligence but machine
intelligence. Generating names for use in a program or non-micro
game 1s useful, but it is only a superficial aspect of a game. It can
consume memory which might be better used in terms of game
structure. However, if you write a program with a degree of intelli-
gence in it, you have provided originality at the fundamental struc-
tural game level. A program which can, in some sense, ‘think’ will
provide a degree of variety which is not superficial but fundamental
to the game, making each game different but in a significant way.

Such games are just beginning to appear for micros. A notable
success for the Spectrum has been The Hobbit, an adventure game in
which characters respond to the player’s actionsbut alsohavelives of
their own—e.g., the program ‘understands’ the concept of ‘friend’
and‘enemy’, so monsterswill behavedifferently according tothe way
they have been treated by the player’s character. Other program-
mers are currently working on war games in which the player has to
combat the computer. The computer makes strategic and tactical
decisions which depend on what the player is doing. In other words, it
seems to ‘understand’ what the player is doing and has a large range
of possible responses which are chosen according to its understand-
ing of the situation. Most advanced in this area are programs for
abstract games such as Chessand Othello, in which the computercan
consistently beat even good players because it has a better knowl-
edge of tactical possibilities.

These kind of games employ techniques used in the field of artifi-
cialintelligence. Artificialintelligenceisreally a branchof the study
of human intelligence. Its aim is to learn more about the human mind
by discovering what we need to know to make a machine act ina way
which we would regard as human. However, it has become very
important in various other areas such as robotics, missile guidance
systems, and medical diagnosis. As intelligence is what is primarily
being tested in non-arcade games, and as a game is a self-contained
world, games provide a good way of developing distinct artificial
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intelligence techniques, and these potentially can make a new
generation of games which are much more exciting than the current-
ly available selection.

This is because programmed intelligence in a game allows us to
overcome (or, at least, to try to overcome) the two major problems we
have seeninadventure programmingsofar. Ontheonehand, thereis
the puzzle game. This is a real test of the player’s intelligence and
imagination, but it has the major defect of being fixed in structure
and content, so thatonce it has been solved it will not be played again.
Ontheotherhand, there is the combat game. Rather thanbeing fixed
at the outset, this is fundamentally a series of random structures.
The player has relatively little to do in the way of developing a
consistent and intelligent strategy, and little chance of predicting
how the parts of the adventure might fit together. Monsters and
treasures are randomly distributed and alterations in the charac-
ter’s variables, abilities, and characteristics are more or less acci-
dental (depending on which locations he went to and when). So
though each encounter may be interesting, its fundamentally
random nature will eventually lead to boredom.

What is needed is a game which structures itself, so that it is
different each time it is played. However, it must have a logical
structure, sothat player intelligence can be tested and strategies can
be developed, and its changes during play must respond to the
player’s previous decisions not randomly, but intelligently. Arti-
ficial intelligence can provide ideas and techniques on how to go
about achieving this. Unfortunately, however, the current genera-
tion of microcomputers has insufficient memory for large artificial
intelligence components, so at present we can only investigate the
possibilities and try to find new ways of development.

The key to making a program behave intelligently is to make it
understand. That means it has to know not only what the player has
just done but also what he has been doing for some while, and what
these actions mean (i.e., what the player is likely to do in the future).
Normal games programs consist of a series of immediate responses,
based on what the player hasjust done. In the puzzle game the player
types in a command and the program interprets the command, then
forgetsit, and waits for the next one. Inthe combat game the program
calculates the effect of each blow, then forgets it, and waits for the
next one. It calculates each combat in this way. When it is over it
forgets it and waits for the next one.

Anintelligent program, however, remembers what hasbeen done,
tries to interpret it (by discovering an underlying meaning or
strategy), and tries to predict what might happen next. According to
that prediction it will make a response which is not based on the
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player'slast actions, but the overall trend of his actions, and which is
not purely responsive and dependent, but independent, directed by
the ‘goals’ of the program itself.

For example, let us look at the concept of enemy/friend mentioned
above. A simple flowchartfor understanding thisconceptmightbe as
in Fig. 8.3.

1. PLAYER ACTS TOWARDS MONSTER

2. IFTHEACTIONISHOSTILETHENLETENEMY =ENEMY +
1

3. IF THE ACTION IS NOT HOSTILE THEN LET FRIEND =
FRIEND + 1

4. IF FRIEND < ENEMY THEN FIGHT THE CHARACTER

5. IF FRIEND >= ENEMY THEN GIVE THE CHARACTER
REWARD

Figure 8.3 The concept of friend/enemy

In other words, this involves setting a variable for each of the two
concepts, updating the two variables every time the player performs
an action, and comparing the two variables every time a response is
needed. Consequently, two possible types of routine are also needed,
a friendly one and a hostile one. This could mean that for every
monster in the game two variables are needed and two sets of
response routines. Obviously this is likely to double the amount of
memory we will need for a fixed number of encounters, though there
are ways to reduce this, For example, the enemy/friend dichotomy
can be held in one variable, with hostility subtracting one from the
value of that variable and friendliness adding one. Thus if the
number is positive the relationship is friendly; if negative it is
hostile. Also the same response routines can be used with different
variables for different monsters. Even so, more memory is needed for
‘intelligent’ routines.

For every axis of intelligence we wish to add, the costs in memory
and coding will increase. So if we wanted to record generosity versus
miserliness, or caution versus recklessness, or talkativeness versus
shyness, or stupidity versuscleverness, we will need to add variables
and routines for each of these. While such additions will greatly
enhance the game, what we are actually adding is potential. In any
particular playing ofthe game many ofthese routines might neverbe
used. A very unfriendly, generous, cautious, talkative, and stupid
player would only ever use half the game. Potentially the game
would be much more interactive and exciting, but some of it would
not be used.

This is the problem with such programming. Intelligence involves
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being able to respond to a wide number of situations, so they have to
be programmed in, but if a particular situation does not occur, that
part of the program will not be used.

The same is true in writing a game which writes itself. It is quite
possible to build a game which is both logically structured and
different on each play, though it would be more complex than either
of the two game types we have so far examined. For example, a
version of the Camelot puzzle game could choose from a set of possible
puzzle types each time it was run, Suppose it had the choice of
anagram, cypher, and square-root problem. It chooses ‘cypher’. It
then uses the cypher routine to produce an actual cypher and it holds
this in memory as being the particular problem to solve. It then looks
at all the empty locations in the game and picks one to hold that
cypher. It then chooses another empty location, and sets a flag which
indicates ‘If the cypher has not been solved, this location is blocked’.
Then it selects from a number of possible descriptions the actual
description used: *Your route is blocked by a door with a combination
lock’. Finally, it checks that a route is possible between the two
locations.

The process just described is very much like the processes
described earlier in this book in more detail, to guide you through the
task of writing your own adventure. In other words, such a program
would be doing what a programmer could do and doing it intelli-
gently. However, it would involve at least eight routines which we
did not incorporate in our game, plus extra memory and variables to
hold the possible choices, and this would only set one type of location.
If this was to be a semantic puzzle, such as one based on a pun, a
different set of routines would be needed.

It therefore seems unlikely that micros such as the Spectrum will
support such elaborate games. However, it would be possible to
devise a suite of programs which would together ‘write’ such original
games. For example, all the above eight routines could be held as
separate programs, each producing data which were saved to cass-
ette or disc or microdrive and then used as the data for the next
program in the sequence. With the speed and capacity of discs or the
Spectrum microdrive, such a game-generating suite might be worth
developing, because the suite could be run by a single command as if
it was one program, and the result would be an original structured
game, as if the game was writing itself.

Similarly the problem of holding a number of potential routines
which might not be used, in making characters and computer
responses more ‘intelligent’, can also bereduced by using discs. If the
least used routines are held on disc or microdrive they do not need to
use any of the computer’s RAM except when called and loaded. Thus
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the same RAM could be used for different routines at different times
in the game. However, only expensive micros like the Apple
presently have such adventures, and even these slow the response
time of a game down quite noticably.

Even so, it is possible to improve existing types of game substan-
tially, even within the limits of the current generation of micros. One
way to do this is to combine both the puzzle and combat types. There
are one or two games which attempt this, but some programs which
claim to have been successful are really several separate games
masquerading as one.

If you understand the principles behind both types of game you
should find it easy to improve them and consequently may hit on
ways of integrating them. It is a relatively easy job to add combat
locations to the puzzle game, for example. A particular location could
be passed through not by solving a problem but by fighting a monster.
That fight could be helped or hindered by the objects which the
player’s character is currently carrying. A sword might make him
fight better; a plank might get in his way. By a device such asthis an
extradimension can be added to the puzzle game as the playercannot
be certain that a particular set of objects will always lead to success.

Similarly the combat game can have puzzle locations within it.
Suppose the reward for destroying an enemy starship is that Cad
gains its cargo. The cargo could be fuel or ammunition, in which case
this simply improves the fighting abilities of the victorious ship.
However, it could also be an object without which the ship could not
go to a particular location; this could be a map of a new solar system,
or an electronic key to a starport, or a guidance system for use in
asteroid fields.

In this way puzzles, combat strategies, and even arcade-type real-
time action can be combined in one game. Variety is not only of
structure and content but also of play. The player will have to make
decisions of different kinds and in different combinations, testing all
of his abilities and not just a limited set of them.

It is also possible to use techniques like those used in artificial
intelligence to enhance a game without trying to go to the full extent
of making the program cope with every eventuality. For example, in
the combat game it is a comparatively simple matter to keep arecord
ofthe number of victories the player hasscored over a particularkind
of monster. If this record shows that the player tends to defeat one
kind of monster but run away from another kind, the program can
alter the game so that there are fewer of the ‘easy’ monsters and more
of the *hard’ ones. Or it can just keep count of the monsters killed and
use this as a variable which determines the strength of the next
monster encountered.
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Intelligence could also be built in to a routine like that described in
Sec. 7.3 for talking between monster and character. For example,
suppose your program keeps track ofthe numberofgoblinsthe player
kills and the number he tries to bribe or use some other tactic. This
can be used as an index of ‘friendliness/hostility to gobling’. Suppose
that the player meets a very powerful goblin and does not want to
fight it. He does not have any money, so he cannot bribe it, and he
needs the treasure which the goblin is guarding. His only option is to
talk. In the program’s database will be a number of keywords to lock
for in the talk routine and each will have a value, such as the
following:

Word Value
evil -3
nasty -2
ugly -1
nice +1

intelligent +2

The talk routine, having detected such a word, adds its value to the
index of hostility and friendliness. If the index drops below —9 the
goblin will attack. Ifit goes above +9the goblin will give the treasure
away. Otherwise, providing the player does not attack, he will carry
on talking, but his response will depend on the current level of the
hostility index.

Ifthe index is —8, he might say ‘Clear off, you lousy elf’, but if it is
+8 he might say ‘T'm glad you came because I've been looking for
someone to give my diamends to’. It would not be necessary tohavea
different conversational gambit for every value of the index if there
wasnotroom tostore alarge amountoftext, and variety inoutputcan
be achieved by combining phrases. Again, these phrases would have
to be valued in the range of the index (-9 to +9), but some phrases
might have a wide range of values, for example:

Value for
Phrase hostility
number Phrase of output

1 I'M GLAD YOUVE COME +7TO +9

2 I HATE ELVES -6 TO -9

3 BECAUSE -2 TO +9

4 CLEAR OFF ~-5TO -9

5 AND -9 TO +9

6 BUT -9 TO +9

7 ILIKE ELVES - +6 TO +9
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8 YOU LLOUSY ELF -4 TO -9

9 TELL ME MORE —-7TTO +7
10 I'LL SKIN YOU ALIVE -8T0O -9
11 I'VE SOMETHING FORYOU  —-3TO +4

12 TMGOINGTOLETYOUHAVEIT -5 TO +3

The phrases used at any particular time would be chosen so that
they fitted together sensibly and all were allowed by the current
hostility index. Even more variety can be included in such output by
including variables or randomly chosen words. For example, phrase
8 could be held as “YOU” + A$(R) + N$, where A$() is an array of
insulting adjectives, R is a random number, and N$ holds the kind of
character that the player has chosen (wizard, elf, dwarf, etc.). By
building up small elements in this way a great deal of complexity can
be built into a game using relatively little memory and this complex-
ity will be meaningful, not random.

Donot forget that if we puta variable or aset of data in our program
for one purpose we can use it for many other purposes. For example, a
simple routine can be used to allow monsters to give clues to the
whereabouts of treasure as the reward for victory, rather than giving
out the treasure itself. Such a routine can use the data already
present and be given out either as a truth or a lie.

For example, we might want the output to be ‘Spare my life and I'll
tell you where x is’. The monster might know where x is, or he might
not, and as x would be one of the treasure itemslocation somewherein
the program, no new variables would be needed for telling the truth.
However, if the monster is to lie, it has to choose a treasure from the
set of possible treasures and a location for it. The following routine
would do the job:

99 REM ROUTINE FOR LYING MONSTERS
10¢ LET R = INT(RND*3) +1
11¢ IFR=1THEN LETL = treasurelocation: LETT$ = treasure-
name$: GOTO 140
12¢ LET R = INT(RND*4)+1: LET L. = INT(RND * 20)+1
13¢p FORI=1TO R: READ T$: NEXT I
149 PRINT “If you spare my life T'll tell you where the “;T$;” is”
15¢ REM (player spares monsters life)
160 PRINT “The “;T$;” is at™;L
18¢ RETURN
199 DATA silver crown, gold torque, ruby, emerald

Line 10¢ decides whethertolie ornot. Thereisaone in three chance
that the monster will tell the truth. (Of course, some monsters might
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be more truthful than others, in which case 3 will be replaced by the
truthfulness variable.) Line 110 sets variables T$ and L to the
treasure’s name and true location respectively and then sends con-
trol to the output lines.

Line 120 selects the lie, choosing one of four treasures and one of
twenty locations. Line 130 reads the name of the treasure into T$,
using the DATA statement at 180, which will be the same DATA
statement used to originally set up the map. Lines 140 to 170 output
the information. Here seven lines of new program add a whole new
dimension to the game; they could be reduced by, for example, letting
the random number which determines if a lie is to be told also
determine the actual lie to be told.

There are many ways of adding new aspects to a basic game by
using the existing structure. Monsters can be ‘disguised’ as other
monsters; puzzles can use data already defined in the program for
other purposes; the subroutine used to determine combat can also be
given different parameters or variables and used to determine if a
door can be opened, if a chest explodes, if a monster is asleep, etc.; a
record of generosity can be used to determine the size of bribes needed
(monsters ask for more because they have heard that the player is
generous), the price of equipment, the friendliness of ‘good’ crea-
tures, the chance of a bribe being successful, or the effectiveness of
magic (the gods reward a generous player); input insults can be
‘remembered’ and used later about the player; objects which are
useful in one situation can be hazards in another— the possibilities

" are endless.

8.3 Sound

Sound, like graphics, is one of those features which varies enorm-
ously from machine to machine. The Spectrum really has rather
limited sound resources. Even so there are a number of things that
can be done with it to enhance a game,

The simplest use of sound is as a reinforcer; that is to say, it is a
redundant signal, telling a player what he would already know from
some other information available to him, Many games BEEP every
turn to tell the player that his turn is over; or BEEP if the player is
moving into a wall or other obstacle; or BEEP to show that the game
has finished; and so on. Many players are only irritated by this, so if
we choose to build such redundant signals into our game it is a good
idea to give the player the option of switching the sound off.

This can be done easily. Include in the setting up of the game a
question asking if sound is wanted or not and use the answer to seta
flag. In every BEEP statement in the program include a test to see if
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the flag is set; if it is not then make the BEEP or enter the sound
subroutine. The test statements would lock like this:

IF FLAG = ¢ THEN BEEP 0.1,20

The other superfluous use of sound which can be irritating is the
decorative use. Some microshave sound facilities which, though they
make tunes possible, are not very attractive to the ear. It is therefore
not a good idea to use them for a decorative effect. However, others
have very good multi-channel sound and can be turned into passable
synthesizers. The Spectrum is nearer the former than the latter, but
tunes played on it can be quite pleasant. The irritation comes when
the tune has been played for the three hundredth time!

Tunes can be used tointroduce and end games. At the end the game
can always be interrupted if the player is fed up with it. However,
they should be used within the game with care. Perhaps such tunes
are acceptable if used as victory fanfares or as interludes while the
program is setting up its DATA. Even here, if the tune lasts a long
time it will only be regarded by the player as an unnecessary delay.

If we want music in our game we must integrate it in a sensible
way. One way in puzzle games is to make music one of the puzzles.
Tunes can be used as clues, just as messages of other kinds can. The
clue could be in the title of the piece (Problem: How do I cross the
river? Clue: Yellow Submarine), in the construction of the music
{Problem: How do I attract the Wizard’s attention? Clue: The 1812
QOverture, i.e., make a loud noise), or in the lyrics of a song, for which
the micro just gives the tune (Problem: Why does this valley keep
changing? Clue: The Sound of Music, i.e., ‘the hills are alive’). If we
wanted to be very nasty we could encode a message in musical

“notation, so that the message ‘beg’ could be conveyed by playing the
notes B, E, and G.

In combat games these kinds of use are seldom important. What is
useful, however, is a signal which tells a player something he might
not otherwise know, such as a warning that something is about to
happen or is happening. So when a monster is in the next room, or
when the Klingons are merely 50 parsecs away, or when the player’s
lifeblood is about to dribble away, a well-timed noise will be anything
but irritating. It conveys exactly the information needed in a recog-
nizable form. In fact research has shown that people tend to pay more
attention to audible warnings than to most other kinds— one of the
reasons why Space Invaders seemed so compelling was the irresist-
ible quickening of its rhythm.

Onthe Spectrum one such use istosound a BEEPwheneverakeyis
pressed, because the keyboard is such that players may doubt iftheir
touch has registered, especially ifinput is not immediately displayed
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on the screen. This can be done by the command POKE 236¢9,N,
where N is the length of the interval we want the BEEP to sound for.

If youwant musicin your program itis very tedious to keep writing
BEEP plus the values for each note, especially if certain notes or
durations are repeated. It is better to hold the parameters for BEEP
asdatainany of the formswe haveexploredin previouschapters—as
simple variables, as arrays, as DATA statements, or as strings.
Rememberifyouuse astring that the time taken to processthe string
might alter the duration of the notes played. Remember also that
BEEP interrupts the normal timing of the Spectrum, holding up
everything else, so if it occurs in the middle of a real-time routine
allowance must be made for the interruption.

Thislatter feature can be used to advantage, of course. If we want a
delay in our program we can always use PAUSE, but if we do, then
nothing is going on at the same time. BEEP acts very much like
PAUSE, except that it cannot be interrupted by the user but does
something else at the same time. In addition to playing a tune or
producing a particular effect the length of the tune also gives the
player an idea of the amount of time that has elapsed.

To produce effects with the Spectrum sound you will need to experi-
ment and keep notes of what you do and what the results are like.
However, some simple effects are easy to discover. The four simplest
to program are to increase or decrease the pitch and to increase or
decrease the duration. An increase in pitch with a decrease in dura-
tion sounds like acceleration; a decrease in pitch with a decrease in
duration sounds like deceleration; pitch which regularly increases
and decreases sounds like a siren; a slow increase in pitch followed by
a rapid fall mimics a climbing then falling object; and so forth.

To demonstrate some of these, the program in Fig. 8.4 allows the
pitch and duration values to be changed as the program runs and
plays the result.

1 PRINT &7 1.937 1 TO DECREAS
E FITCH BY 1"
2 FPRINT " 2 TO DECREASE F1TCH

BY 1"

%OPRINT " 9 TO INCREASE FITCH
BY 1"

4 FRINT * o TO INCREASE FITCH
BY .1°"

5 PRIMT AT 14,93 a TO DECREA
SE DURATION BY .01L”

& FRINT AT 17,.6:" s TD DECREA
SE DURATION BY . 1"

7 FRINT AT 18,@:" k TO INCREA
SE DURATION EBY .17
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8§ FRINT AT 19,@:" 1 TO INCREA
GE DURATION EY .©1"
9 FPRINT AT @, i9i "FRESS"
19 LET p=@: LET d=.1
S@ IF INEEY$="1" THEN LET p=p

51 IF INKEY$="2" THEN LET p=p

55 IF p<~57 THEN LET p=-37

60 IF INEEY$="a" THEN LET p=p
1

&

1 IF INKEY$="9" THEN LET p=p

&% IF pra? THEN LET p=69
7@ IF INKEY$="a" THEN LET d=d

71 IF INEEY$="s" THEN LET d=d

o IF INKEY$="1" THEN LET d=d
+,1

81 IF INEEY$&="E" THEN LET d=d
Foe L

26 IF do.92 THEN LET d=@.62

95 PRINT AT 10, 143" DURATION x

e 8TR$® (d):" #

96 PRINT AT 12,103 EITCH: "; 8T
R$ (p)i" "

100 REEF d,p

156 GO TO 50

Figure 8.4



PUZZLES, TRICKS,
AND TRAPS

This chapter is an unashamed collection of bits and pieces, puzzles
and problems that can be built into a game to add to its variety and
challenge. We will start by looking at Cad’s favourite command,
HELP!, and then look at some of the things he might like help with.

9.1 The HELP command

Atanystage in an adventure the player may be stuck, either because
he or she does not know what to do next (especially in a puzzle game)
or because he or she has forgotten some vital piece of information,
such as the spells that can be used in the combat game. The HELP
command can serve two functions: it can give the stuck player clues
and the forgetful player reminders. Both functions can be used in the
same game, but usually only one is available. To use both, it is
probably best to have two commands—HELP for clues and
INSTR(uctions) for instructions. If you are using full-word input,
then INSTR need only call up the same instruction routines as the
initial set-up or a subset of these. It would be wasteful to use a
different instruction routine unless it is discovered that allowed
instructions are actually part of the game.

For example, in a space game the starship may be travelling
around gathering artifacts from an ancient civilization, and each
artifact might allow a different action by the ship (such as faster
travel, better detection, new weapons, etc.). We might not wish the
player to know that such possibilities were available until the appro-
priate artifact had been found. One way to do this would be to give
each artifact a code number and keep a record of all the numbers
possessed by the ship/player (using a method like that of object-
gathering in Camelot). Then, when the INSTR command was input,
a number of separate instruction routines would be called, one for
each artifact.

The HELP command can be more complicated. The kind of clues
offered may depend on the currentlocation, abilities, and possessions
of the character. Its simplest form is often found in the puzzle game,
where a single clue is available at each location, the clues not
changing at all. Thus if the player finds a stuck deor, typing HELP
may get the response “The hinges are rusty’. This should be enough of
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a clue to suggest that oil is needed. In some cases no clue might be
available, so a non-committal response is needed as the default
response, such as “You seem to be doing fine’ or ‘I don’t think you
deserve any help’.

This means holding a series of strings, one for each location that
needs a clue and one default string for all other locations. Typing
HELP would send control to a routine which prints the string which
is appropriate to the current location. The easiest way to obtain such
conditional access to strings is by using an array holding all the
strings, where the subscript of the array is the number of the current
location. The drawback with this is that locations without clues will
still get reserved space in the array, which is very wasteful in
memory. So here we have a case for a conditional GOTO statement
(which the Spectrum does not have). The statement in Microsoft or
BBC BASIC would be (if there were five possible locations):

ON LOCATION GOTO 5¢¢5, 5¢3¢, 5015, 5030, 5025

where 5(30 is used twice because it is the non-committal response.
Each of the statements 503§ to 5030 would PRINT the appropriate
clue.

In Spectrum BASIC we have to be more crafty. We use a GOTO
with a variable derived from the location number. If the room hasno
clue it has to pass through two GOTO statements, thus:

8¢9 GOSUB 5000
4999 REM CLUE ROUTINES
5000 GOTO 5006 + (LOCATION *19)
5¢1¢ PRINT “The hinges are rusty”: RETURN
502¢ GOTO 5060
5039 PRINT “Locks need keys”: RETURN
5040 GOTO 5060
505¢ PRINT “What kind of herb needs waiting for?”: RETURN
5060 PRINT “You're doing fine”: RETURN

The kinds of clues given should not make the solution too easy or
else the puzzle will be solved without much effort. They should aim to
set the player in the right direction without explicitly giving the
answer. An example would be line 505¢ above, “What kind of herb
needs waiting for?”. The answer is ‘thyme’ but the clue does not tell
the player that. It forces himor her todosome thinking, thoughnotas
much as the problem it helps with.

We should bear in mind when writing the HELP commands that
different sets of conditions might be true in one location at different
times. For example, in a jail the player may have to go through the
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following stages to escape:

Obtain a meal.

Find the file hidden in the meal.

File through his handcuffs.

Break a leg off the bed.

Use the leg to bend the window bars apart.

S 00 bO

This would probably be marked by a flag being incremented from 0
to 5; when it reaches 5 the player could escape. So if HELP was typed
while the player was at that location five possible helping hands
might be necessary. These would have to be accessed through a
combination of two tests, one sending control to the location routine,
the other within that location routine picking the correct clue from
the five. Thus:

5000 GOTO 5¢¢¢ + (LOCATION *1¢)

5019 REM JAIL

5¢11 GOTO 5011 + FLAG

5¢12 PRINT “I feel hungry”; RETURN

5013 PRINT “I don’t like lumpy cake”: RETURN

5014 PRINT “A file is a handy object”: RETURN

5015 PRINT “Now to unmake the bed”: RETURN

5316 PRINT “Just a leg through the window and we're free™
RETURN

We mighteven wish to make the HELP commands more specific, so
that tests are made to see whether the player has the objects needed
for particular actions; if not, remind him of the fact. For example, we
could check that Cad had all the objects needed to pass through the
next stage of the adventure before entering that stage, and the HELP
command could indicate what might be missing.

9.2 An anagram puzzle

A simple puzzle routine which does not take up much room yet can be
used over and over again in a game is the anagram puzzle. The
routine listed in Fig. 9.1 uses words read from DATA statements and
itwould be quite possible to use statements which alreadyexistin the
program for some other purpose to feed this routine, providing they
were strings and organized in the correct way. If you have memory to
spare you can add especially complex vocabulary, but it is not
necessary.

To use existing DATA statements proceed as follows. Firstly,
ensure that they have been READ properly for their primary purpose
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(e.g., if they are to be READ into string arrays). Then RESTORE the
DATA pointer to the beginning of the string DATA which will be
used by the anagram routine. If they are the first DATA statements
in your program, you need only RESTORE at the beginning of the
anagram routine: if the relevant statements are not the first, then
put RESTORE n, where n is the line number of the first relevant
DATA statement. However, if you use DATA statements anywhere
elseinthe program make sure that you RESTORE the data pointerto
the beginning of the set of DATA that you want.

The anagram routine works as follows. Firstly, a word is selected
from the data. This chosen word is held in W$ andin V$. Line 2@ then
generates a random whole number, R, which is in the range 1 to the
length of the chosen word. Line 39§ adds to the string Y$ (which is
initially an empty string) the Rth character of the input word, V$.
Line 40 then removes the Rth letter from V$. Line 45 checks that
there are characters left in V$ and if so repeats the random choosing
process. Lines 5@ to 99 ask for an answer and continue asking until
the correct answer is found. This would have to be changed in a full
game.

This is only an illustrative routine and should be modified for any
serious use. The player should be allowed only a limited number of
guesses and some option to end the routine. Asit standsnumbers and
punctuation will allbe treated as if they were words or parts of words.
This might be useful (¢.g., we might want the computer to generatea
code of four digits as the combination to a safe and then scramble
them using the anagram routine to give a partial clue to the player),
but generally anagrams are only words, so we would want to check
that all the selected characters were codes between 65 and 90 or
between 97 and 122 (upper and lower case respectively). This would
be even more important if the game depended on keyboard input for
its chosen word.

However, these are all simple adaptations. The problems that can
be created for a player by using sucharoutine are well worth the work
the routine might need.

There are many puzzles of similar types which can be incorporated
as elements of large adventure games. In a sense all adventures are
really a series of small games linked together— a number of puzzles
and/or tests of strategy and reaction which are all linked together.
Camelot incorporates tests of logic, tests of imagination (or, to put it
more bluntly, puns) and tests of verbal skill. Other small games
which can be included involve mathematical puzzles, tests of general
knowledge, cypher tests {like the Mastermind game), or tests of
language (such as synonyms, acronyms, or abbreviations).
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5 LET V$="": LET Y$ =""
1¢ LETR = (RND * 19)+1
15 FORI =1TO R: READ V§: NEXT1
2¢ LETW§ = V§
25 LET R = INT(RND * (LEN(V$)) + 1
33 LETY$ = Y$ + V8(R)
40 LET V$ = V$(1 TOR-1) + V$(R + 1 TO LEN(VS$))
45 TF V§ <> THEN GOTO 2¢
5¢ PRINT Y$; “ is an anagram of what word?”
6¢ PRINT “Please type your answer”
7¢ INPUT A$
80 IF A$ = W$ THEN PRINT “Correct”: GOTO 100
90 PRINT “Wrong. Try again™: GOTO 5§
16¢ STOP
119 DATA “boomerang”, “hyphen”, “catastrophe”, “elephant”,

y

“waterfall”, “ecormorant”, “computer”, “adventure”,
3 e

“programmer”, “analogue”

Figure 9.1 Anagram routine

9.3 A cypher routine

Elsewhere we looked at the possibility of using a routine which could
generate new cyphers for each game. The programin Fig. 9.2isavery
simple routine which randomly selects one of five ways to produce a
string for such a code.

1 REM CYFHER ROUTINE

2 OREM = o ecct  aNswsr
EOREM #s isplayed string

O DEF FN RG22 =INT (RND*:z)+1

8 RANDOMIZE

1& LET v=FN R{2}

15 LET zg=""

14 LET ws=""

20 LET c=FN ¢ (2 %32

E5OIF o=é& THEN G0 SUR Zaa: GO

EE G0 SUB 10+ (o) *#1a)

25 FRINT “EEY STRING "iz%: FRI
NT MCODED STRING "ix$

I6 FPRINT ¢ PRINT "FRESS “&° FO
R ANOTHER STRING"

7 OIF OINEEY®: ="A" AND INEEY®: -
"a" THEN GO TO 37

I8 PRINT

29 60 TO 16
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4¢0 ITOF
129 REM four random integers

1. FOR i=1 TUO 4

1 Cor=FN e ()

1: zh=rH+ETRE ()

1324 NEXT i

1358 LET ne=z$

1738 RETURN

132 REM four random letters

144 FOR i=1 TO 4

141 LET r=FN r(2&)

142 LET z%$=z$+CHR$ (&4+1)

1473 NEXT i

144 LET ud=z4

148 RETURN

149 REM four randam integers en
coded

151 LET r=FN r{8)+1

152 G0 SUB 1Zo

153 LET xg=""

184 FOR i=1 TO LEN (2%)

15335 LET s=VAL A{(zd(i))+r

1546 IF w3 THEN LET x=x-%

157 LET ws=x$+E8TRE (1)

158 NEXT i

159 RETURN

169 REM four random letters enc
oded

141 GO SUER 146

162 LET r=FN r{2&)

1635 LET ng=""

164 FOR i=1 TO LEN (=#%)

165 LET »=CODE (=$(1})+r

166 @ THER  LET x=x-26
147 (B HrOHRE (1)
168 NEXT i

169 RETURN

2o REM encode a real word

201 LET r=FN ¢ {20)

257 REM the number in bhrackets
= the total possible words

205 RESTORE 260

21e FOR i=1 TO v

2260 READ =%

JEE MEXT i

246 GO SR 142

250 RETURN

260 DATA "DOOR", "CLaAW", "SHOT", "
FILL", "CART"

265 DATA YHAND®  "HEAD", "SLAF",. "
BRAG", "L.ION"

279 DATA "GOAT", "TRIF", "JuME", "
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HEAL.", "CRAG"
275 DATA YHELFE", "MOON", "SHWaY ", "
CHIFY, "LEAD"

Figure 9.2

It produces twostrings, X$ and Z$, printed out atline 35. Each time
the program is RUN, Z$ will be assigned a chosen string and X$ will
hold a version of Z§ which will be displayed at some pointin the rest of
thegame. Intwo ofthe five choices X$ and Z$ are the same. Therefore
they could be used as*key’ and‘lock’. ANEED square holds Z$ and the
equivalent GET square, giving the information needed to pass the
NEEDsquare, will hold X$. These are very simple codes, eachbeing a
string of either four letters or four numbers.

In two other cases arandom string is chosen to fill Z$ and then the
string is manipulated before being held in X$. In the case of the
numbers, each digit hasa value added to it (the same value foreach of
the four) so the player, on discovering X$, must also discover the
value that has to be subtracted from each digit to give the correct
answer. A key line here is line 156 which tests to see if the addition of
the chosen number and the value is greater than nine; if it is, it
divides by 10 and gets rid of the decimal part of the number. This
makes the guessing more tricky. The player should therefore be
made to pay for each guess at the required value, perhaps having a
reduction in intelligence each time he fails,

The manipulated character string is similarly transformed. Each
letter in the chosen string is replaced by another letter a fixed
numberof letters away in the alphabet. If the letters go beyond Z they
begin again at A, so that X plus 4 gives B. The player has a more
difficult task than with the digits as there are 26 possible answers to
the chosen value as well as a larger number of possible combinations
of characters in the original string.

The fifth choice takes a real word from one of the DATA statements
and manipulates it in the same way as the randomly chosen charac-
ter string. The player now has a better chance because he can use two
pieces of information— the letters are all encoded by other letters a
fixed distance away and the complete string makes sense. If other
DATA statements are added then the range of the random number in
line 201 needs to be changed to the total number of possible words.

As usual with the use of DATA, any DATA statements in the
program could be used. One possibility is to hold some form of clue in
the DATA, such as the whereabouts of a treasure, split up into
component words. The playercan then discovertheclueonewordata
time until he has sufficient to be able to guess the whole thing. Sucha
use of this puzzle would thus have four stages: finding the original
encoded string(s), finding the ‘money’ needed to pay for guesses,

158



making the correct guess, and piecing all the words together to make
a coherent clue. Then, of course, the clue itself may be cryptic. . .

Using the same type of design it would be quite possible to devise
complete mystical alphabets for playersto decipher during the game
(e.g., in a game like the Egyptian game described in Chapter 2).
Instead of using the conventional alphabet as the encoding string a
string of user-defined graphics can be used, so that the player will
initially have no idea what they represent nor how they fit with
normal language.

Tt is also possible to build string functions to act as simple encoding
devices which can be applied at any point in the game. Suppose we
have one routine which allows Sages to give clues as to the where-
aboutsof valuable artifacts. A function such asthe one below could be
appliedevery time such aclue is uttered so that the playeris given his
information, providing he can decode it:

DEF FN A$(B$) = B$((LEN(B$)—3) TOLEN(B$)) + B§(1TO 4) +
B$(5 TO (LEN (B$)-3))

where B$ is the clue string and must be more than eight characters
long. This function simply splits it upinte three unequal portions and
recombines it, so that the actual string given out is a garbled version
of the original.

9.4 Teleport

A common trap in many adventures is the warp or teleporrter which
transports the character to some unknown destination in the game
world. In many puzzle games this cannot usually be used because the
player has to get through all locations in a more or less fixed order,
butinsomeitcanformaway of sending the playerintothe nextstage
of the game (so that it appears he has become lost because the
surroundings are unfamiliar, but in actuality he is on the correct
route through the logical structure of the game) or a limited trap
which sends the player back to an earlier stage. This may perhaps
create a problem, depending on the ohjects carried by the character
when the transportation occurs.

However, the random transporter is usually only used in combat
games where a maze of some kind is involved. The transporter
routine calculates a random location in the maze and then places the
character in that location. It would be possible therefore for aroutine
such as this in the Merlin game to locate the player in a section of the
caverns which has no surface exit (though the formula used makes
thisunlikely). We must either use the device only in dungeons where
we can be certain there is a possible exit, namely, fixed map combat
games, or we must test toensure that thereis anexitfromthe location
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the routine produces. The latter choice can be difficult. The easy
compromise is to incorporate the inadequacy as an apparent part of
the design by PRINTing a comment which laments the loss of the
player.

Ifwe wanted to incorporate such aroutineinto The Mines of Merlin
we would thus have to make it rare (so the player was not arbitrarily
trapped too often) and to try to maximize the possibility of an exit as
in the routine below:

6500 REM TRANSPORTER

651¢ LET N = 1¢¢: GOSUB 280¢

652¢ IF Q <>1 THEN RETURN

65390 LETZ = FNR(3) + 1

6540 LET X = FNR(20)

6550 LET Y = FNR(2¢)

6560 GOSUB 1000

6570 IF MOVE = § OR MOVE = 2 THEN GOTO 6530
6580 PRINT “Aaaaaaaaaaah!! You've stepped into a teleporter”
65990 PRINT “You may never get out of here now”
6599 RETURN

Note the use of FNR(x) in this routine. This is the same function as
that defined in The Mines of Merlin in line 892@, a single function
which can be used to generate any random number in any range
within a program. The number in brackets in the function call
defines the range of the potential numbers.

Lines 6510 to 6520 decide if there is a transporter at that location,
using the built-in random numbér. The routine assumes that it has
been called by another routine, probably the *hazard’ routine, and
simply returns there if @ is any value other than one. Lines 6530 to
6550 set the new value for the location, X and Y being in alarge range
but Zbeing restricted to the second to fourth levels only, so the player
will not be sent to a remotely deep level with no hope of rediscovering
the surface. Subroutine 10(¢ calculates the new movement and, if
movement there is not possible, loops back to do the whole thing
again. The final lines PRINT an appropriate message and return
control to the calling routine.

A similar trap can create an apparent maze without the need for a
complete maze-building program. The puzzle game can use this best
but it could be incorporated into a combat game with slight modifica-
tion. The idea is to give the illusion of a maze without actually
creating one. This is simple to do. We create an endless loop which
accepts all movement commands but continually PRINTs a message
like ‘You are lost in the maze’s endless corridors’. Obviously there
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would not be much point to this on its own, so there must be some way
out ofthe maze (using the correct object in the correct way,ortypinga
suitably clever command) or some kind of limit set (such as using a
very long loop which nevertheless has an end, or always letting one
direction lead back to the start). Normally players entering such a
maze will persist for 10 or 20 moves, until they think they can g0 no
further, so if we set a counter in the loop such that after 25 moves an
object is found we reward persistence and make the maze appear
varied. If Cad finds the object he may well believe that the maze
actually exists and simply hastonavigate arounditin the usual way.
Here is a simple version of this:

66¢9 REM A PSEUDO-MAZE

6610 PRINT “You are lost in the corridors of an endless maze”

6620 GOSUB (command routine)

6630 IF(command is‘lam notamazed’) THEN PRINT“You have
found the exit”: GOTO 6690

6640 IF (move is West) THEN LET WESTCQUNT = WEST-
COUNT +1

6650 LET COUNTER = COUNTER + 1

6660 IF COUNTER > 25 THEN PRINT "You see an emerald
statue”: GOSUB (object routine): LET COUNTER = ¢

6679 IF WESTCOUNT > 1¢ THEN PRINT “There is a little old
man in the corrider”: GOSUB (little old man): LET WEST-
COUNT =9

6680 GOTO 6610

669¢ RETURN

Again thisroutine should be called by another. It is an endless loop
containing three tests. Test 1, at line 663§, leaves the loop if the
player has found the correct cryptic phrase. Test 2, at line 6660,
reveals an object if the player has gone sufficiently far into the maze.
Test 3revealsacharacterifthe playerhas gone far enough west. Note
that the two counters arereset to zero by these lines, so the player will
find the statue every 25 turns. Consequently, an additional test has
tobebuiltintoseeifthe statueisstill there, sothe‘object’ routine will
havetosetanappropriate flagifitistaken ordestroyed and line 6669
must also ensure that this flag is not set. A similar test structure
would be needed for the little old man.

9.5 Bribery and gambling

In The Mines of Merlin we only allowed a simple response to
monsters— either Cad runs away from them or he or she fights them.
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As the encounters with monsters form the main events in such a
game it is worth considering some additions that can make it more
interesting. Two such additions are bribery and gambling.

Both of these involve the same kind of exchange with probably the
same result— the player loses money and sois lesslikely to be able to
buy what he needs in other locations. Bribery consists of a request
from the monster for money or some other gift followed by the player
continuing on his way without harm if the monster gets what he
wants. The bribe function can be incorporated in one of two ways:
either the player has afree choice of it asone of his strategies or before
he is allowed to make his choice the monster will ask for a bribe. Fig.
9.3 shows a way of constructing the routine to fit with our game.

11¢ PRINT “Do you want to:”
120 PRINT “(F) Fight”
1390 PRINT “(R) Retreat”
14¢ PRINT “(B) Bribe”
150 INPUT A$: REM CAN USE INKEY$ AND VALIDATION
ROUTINE IN MINES OF MERLIN
16¢ LETG = ¢
17¢ IFA$ =“B” THEN GOSUB3509: IFG =1THENRETURN
18¢ IF G = 2 THEN GOSUB (fight routine)
19¢ CLS: GOTO 11¢
35090 REM BRIBES
3519 LET R = FN R(money)
352¢ PRINT “He says he will accept”; R “silver pieces”
353¢ PRINT “Will you pay?”’
354¢ INPUT A$
3550 IF A$(1) = “N” THEN RETURN
3560 IF money < R THEN PRINT “Try to swindle me, would
you?”: LET G=2: RETURN
357¢ LET MONEY = MONEY-R
3580 LETG =1
3590 RETURN

Figure 9.3

The variable ‘money’ represents the current total of silver pieces
that the character has. In The Mines of Merlin this is C(7). The
routine can be improved by making the monster ask for weapons or
otheritems that the characteriscarrying. This could be the fall-back
requestifthecharacter has notenough money orit could be randomly
determined before the routine is run. Alternatively, the monster
could steal all of the player’s money if he decides not to bribe.
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Gambling is slightly different insofar as it must be possible for the
player to increase his money. The gambling could of course be for
something other than money, such as armour oreven the character’s
life, butin all cases there should be the possibility that the character
will gain something out of the encounter. As gambling contains its
ownrisk there isno need to combine it with any other type of routine,
so it could be a totally separate kind of encounter.

The key to a gambling routine is the curve of probability used. The
simplest would be a straight line graph, sothat the chance of winning
remained the same throughout the game, irrespective of the results
of previous gambles or the amount of money gambled. This would be
represented by a formula like R = INT(RND*3): IF R = 1 THEN
PRINT “You win”. Here the player has one chance in three of
winning every time that he bets.

Gambling is more interesting if there is a correlation between the
amount of the possible prize and the degree of risk. We could setup a
table of odds where the lower the chance of winning the higher the
possible reward. Thusbetting at three to one gives Cad aone in three
chance of winning, but would triple his or her money if he or she won;
betting at twelve to one gives only a one in twelve chance of victory
but success means twelve times the reward. A simple way to build
thisinto aroutine is to ask the player for the odds he requires and use
this in the random statement:

109 PRINT “How much would you like to bet?”

11¢ INPUT A

115 IF A >money THEN PRINT “I'm afraid yourcalculator needs
new batteries”: CLS: GOTO 1¢¢

120 LET money = money—A

125 PRINT “What would you like to multiply your “;A;” silver
pieces by?”

130 PRINT “Please type a number between 2 and 2¢”

149 INPUT B: IF B<2 OR B>2¢ THEN PRINT “Perhaps you
should learn some maths before you play with the big boys?”:
CLS: GOTO 12¢

15¢ PRINT “That’s a cool”;A*B; “you could win”

16¢ LET R = INT(RND *B) + 1

17¢ IF R = 1 THEN PRINT “And you win it!!!”; LET money =
money + R: RETURN

18¢ PRINT“Ohwhat a terrible shame. You lose. Never mind, it’s
only money”

19¢ IF money > ® THEN PRINT “Another go?”

200 INPUT A$

210 IF A%(1) = “Y” THEN GOTO 1¢¢
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Any ofthe microgambling games, such as fruit machine orroulette
or dice, can be adapted to fit in as a subroutine in a larger game,
having the advantages of more complex and varied odds and often
interesting graphics. A simple way to test the player's knowledge of
probabilities is to ask him to bet on the total of two six-sided dice,
giving either a flat doubling of the bet if he wins (in which case he is
best advised to guess ‘seven’ every time) or linking the winnings to
the odds. For example, throwing two dice will give an average of one
12 in every 36 throws, so we can safely offer odds of 3¢ to 1ona 12 and
be sure that the player will lose in the long run.

To make things slightly more difficult for the player we might
makeiteasytowinbygamblingin the early stages of the game, when
the player may need all the help he can get, but increasingly difficult
as time goes on. The counter of time could be a real-time counter, a
counter of the number of moves the player has made, or could be some
measure of the current successofthe player, such ashisoverall points
score or a counter which holds the number of times he or she has
previously bet successfully.

One other option to use in monster encountersisthe TALK routine
discussed in Chapter 7. This can also be linked te bribing and
gambling so that if keywords on these topics are found the program
switches to the program in the appropriate routine.
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1 () craPHICS

There is no reason why graphics should be used in an adventure
game, particularly those games such as puzzle games where most of
the information has to be textual. Using graphics for the sake of it
may consume memory that might be better used for mapsordata, but
if there is memory left after you have written your masterpiece of a
main program you can improve attractiveness greatly by the addi-
tion of graphics. However, if you deo intend to use some form of
graphics in your game you should try to make the decision asearly as
possible in the design. This ensures that your graphics are an
integral functioning part of the game rather than something added
on which contributes little, and makes sure you keep an eye on
memory consumption throughout your design.

10.1 Graphics and the Spectrum

There are so many popular micrecomputer graphic systems that it is
impossible to consider many aspects here. If detailed and complex
graphics are wanted in your games you should read a book on
implementing graphics for your system. Some aspects are quite
common, and the Spectrum contains several graphic functions which
are similar to those available on other machines. The key graphical
functions available on the Spectrum are:

1. Block graphics (using PRINT)

2. User-defined graphics (using PRINT)

3. High-resolution pixel graphics(using PLOT, DRAW, and related
commands)

Some form of block graphics are available on most micro-
computers. If we imagine the VDU screen divided into squares, or
character positions, each block will cccupy one such position. On the
Spectrum the character screen is 22 lines by 32 columns, giving 704
squares. Eachofthesesquaresisan8 x 8arrayofdotsand eachblock
graphic (including the alphabet, numbers, and numeric signs) is a
particular combination of some of those 64 dots. If you do not under-
stand this youshould reread Chapters 15, 16, and 17 of the Spectrum
manual.

The easiest way to understand this is to think of each little 8 X 8
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block as a blank page. On this page are a number of dots; if you join
any combination of dots then, just like a child’sjoin-the-dots puzzle, a
patternwill appear. The only differenceisthat instead ofjoining dots
the micro produces patterns by switching dots on and off. The dots
which are switched on or lit give the pattern (the INK colour of
Spectrum graphics); those which are switched off give the back-
ground {the PAPER colour of the Spectrum).

The BIN statement of the Spectrum allows us to control all of the
dotsinaparticular square,sowecanjoinupourowndots,i.e.,definea
new pattern, a new character. If, for exampie, we wanted a small
triangle, we could plot it on a grid of 8 X 8 pixels asin Fig. 10.1. This
drawing can be represented as the series of BIN statements next to
that figure. You will see that there is a direct correspondence
between the pattern of pixels which are used and the pattern of ones
inthe BIN statement. This is because eachrowin the characterblock
isheld inmemory asabyte(i.e., eight bits of binary information). The
BIN statement allows us to address each bit in each of these bytes,
saying whether it is on or off (one or zero). Eight such bytes make up
one character.

BIN 00000301
BIN 0@00pp11
BIN 00¢0$111
BIN 00@@1111
BIN 00611111
BIN 0¢111111
BIN ¢1111111
BIN 11111111

Figure 10.1

Other machines use different sytems to do the same thing. For
example, the user-defined graphics on the BBC use a number
between 0 and 255 to represent each row. You will remember that
this is the range of numbers that can be held by one byte (or eight
bits), so it can be seen that each of the numbers 0 to 255 will mean a
different combination of offs and ons for the row. Eight suchnumbers
form a character.

On the Spectrum we can have up to 21 user-defined graphics stored
at addresses USR™A” to USR “U”. These graphics can be printed in
the same way as the normal letters A to U using the graphics mode of
the Spectrum (the graphics mode is obtained by pressing Caps Shift
and 9). Twenty-one may seem quite a lot, but they can be used up
gquite quickly in a graphics adventure. This is because to create
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interesting new graphics one user-defined square is generally not
enough. Although one square can provide simple shapes, faces,
spaceships, cars, cannon, etc., it cannot give enough detail for
drawing things like trolls or dragons or elaborate buildings and
artifacts.

To get over this problem we have to draw our design not on one
8 x 8grid buton several adjacent grids. Ifour object isto have a long
vertical axis put two grids on top of each other; if it is long horizon-
tally put the grids side by side. Let us draw a cyclops and a dragon.
The cyclops will be tall so we align the grids as shown in Fig. 10.2.

BIN 0¢@110¢¢
BIN (¢1111¢¢
BIN (1100110
BIN ¢111111¢
BIN (¢1111¢1
BIN 00611041
BIN (¢1111¢1
BIN 01911011
BIN 01011001
BIN 110116¢¢
BIN $¢1111¢¢
BIN 06104100
BIN 0¢10¢100
BIN $116011¢
BIN 00000000
BIN $0000000

Figure 10.2 A cyclops

You can see that for the cyclops we have 16 BIN statements— two
setsofeight. Thefirst setisthe head and shouldersofthe monster, the
second set his torso and legs. In order to put these two characters
together to make one monster we must remember which letterseach
partisstored under. Wewill make the toppart*A’ and the bottom part
‘B

We can control the printing of the monster by using the PRINT AT
statement. If we PRINT graphics A at 10,10, then we will have to
PRINT graphicsBat 11,10. This meanscareful program design when
using such graphics. The best way is to use a short routine for
printing each monster, even if the routine is only one line. The
PRINT AT parameters in the routine would have to be variables
passed to the subroutine by the main program. So the routine for
printing one cyclops might be like this:
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8999 REM CYCLOPS

90¢¢ PRINT AT Y,X; “(graphies A)” PRINT AT Y+1,X;
“(graphics B)”

9019 RETURN

Fordrawing the dragon we use three blocks ofeight and print them
on the same line, one after theother, thus: PRINT AT Y,X; “(graphics
C)’; PRINT ATY,X+1;“(graphics D)”; PRINTAT Y, X + 2; “(graphics
E)’. The same instruction can be written as PRINT AT Y. X;
“(graphics CY graphicsD)(graphics E)”, so it is easier to print horizon-
tal than vertical designs. The dragon is shown in Fig. 10.3.

BIN 90011111
BIN $0000@11
BIN 01000000
BIN 11100000
BIN 0160000¢
BIN $110¢0¢1
BIN 00116011
BIN @¢@11111

BIN 11000000
BIN 11111000
BIN 111111¢¢
BIN 0¢11111¢
BIN 11111111
BIN 11900100
BIN 11¢0001¢¢
BIN ¢p0p1111

BIN (0000030
BIN ¢0000000
BIN (0100000
BIN ¢011¢0¢1¢
BIN 11111111
BIN 1001110¢
BIN 00000000
BIN ¢0000000

Figure 10.3

The drawback with these graphics should now be obvious. In order
to get a figure that is at all life-like, two, three, or even more blocks
must be used, and this rapidly reduces the available graphics. We
have used one-quarter of the available blocks to create two monsters,
so this would suggest that the average game could only get about
eight or nine worth while graphic elements.

Thereisawayoutofthis. We can redefineour graphics according to
their current purpose. Suppose we have used all of the user-defined
slots and now wanted to use the dragon in the program. Providing we
do not want all the other graphics and the dragon displayed at the
same time, we can select three of the user-defined graphicswhich are
not being used when the dragon is wanted and read the dragon data
into these slots. Then, when the dragon is no longer needed we can
reread the original data back in.

To do this we will need a general routine for reading the BIN
statements which also reassigns the letter being used, all the
separate BIN statements, and careful planning. If we do not plan well
all the graphics will become confused and displays will end up with
cyclodragotrolls all over them. It makes sense, therefore, to include
before each set of BIN statements a REM line reminding us what the
next eight BIN lines represent, and which letter (USR address) they

168



are held in. The first cyclops block might thus be stored in a program
as:

9499 REM CYCLOPS HEAD
9500 DATA “a”

9510 DATA BIN 00011600
9520 DATA BIN 9¢111196¢
9530 DATA BIN ¢110¢4110
etc.

To read this pattern into an existing graphic block we first have to
RESTORE the DATA pointer to the relevant line. To make things
easy we can point to the REM line, as the RESTORE statement
causes the DATA tobe read from the next line after the pointer which
has DATA in it; in this way we will find it much easier to remember
whateachrestore number means. The read-in routine would thusbe:

999 REM TO READ DIFFERENT GRAPHICS
1009 RESTORE 9499
11¢ READ M$ : REM USR ADDRESSED LETTER
1020 FORI=0TO7
193¢ READ N
19049 POKE USR M$+IL,N
1050 NEXTI
1¢6¢ RETURN

However, because we want the RESTORE pointer to be a variable
as well, it is usually better to have a variable previously declared
which RESTORE will use. If we changed line 100¢ to:

10¢6¢ RESTORE monster

the variable ‘monster’ would have been set by the main program
which passes control to this read-in routine. For example, suppose
the monster that was used depended on the current strength of the
player’s character. Then the calling routine could be:

53¢ LET monster = 9009 + (STRENGTH *10¢)
510 GOSUB 1¢¢¢

Remember that the monster BIN statements can themselves be
variables, and we can use zero in place of BIN ¢¢@0¢09@. We might
wish to use variablesin these DATA statements ifa group of graphics
had the same basic design. For example, we might use graphics to
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show what the player was currently carrying or wearing, rather than
displaying an inventory. In such a case we could use a set-up with five
graphic blocks, like Fig. 10.4.

HEAD

RIGHT TORSO LEFT
ARM ARM

RIGHT LEFT
LEG LEG

Figure 10.4

Each of these five blocks could change according to the character’s
current status. He or she could be wearing leg armour, gauntlets, a
breastplate, boots, or nothing; could be carrying a shield, any number
of weapons, a torch, a sack, or any of a multitude of objects. Suppose -
we wanted toshow that the torch waslit and currently held in the left
hand. The graphic block, and hence the BIN statements, would be
exactly the same for the lit and unlit torches, except that a flame
would be added. By using one set of variables for ‘left arm’ and
another for ‘torch’ and a third for ‘flame’, we could make the required
graphic blocks simply by combining the required sets of variables.

Wecanusethegraphicswehavedefinedinexactly the same way as
ordinary characters or block graphics. Thus they can be repeatedly
PRINTed to make elaborate designs; they can be animated or moved
around the screen, as we will see in the Treasure Trove game below;
they can be combined with the standard character set for complex
effects; they can be added to block graphic designs; and they can be
combined in the same PRINT position using OVER. This means that
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two (or more) user-defined graphics can be overprinted on the same
character position so that, for example, a figure can be shown walk-
ing through a doorway by PRINTing the doorway, then PRINTing
the figure over it, then PRINTing the doorway again.

We can also use a single graphics character in different ways by
giving it different attributes. This is an economical way of creating
‘different’ characters. For example, if we define a simple graphic man
using BIN, we can then make him a goblin by PRINTing him in blue
oraskeleton in white, amagician by using BRIGHT, a ghost walking
through walls by using OVER, a magical creature by using FLASH,
and so forth. Similarly, if we are designing a graphical adventure
with a printed map the same sign on the map can stand for different
things by using different colours. A series of irregular triangles can
be hills, mountains, pyramids, or sea; vegetation could be swamp,
forest, scrub, etc., simply by changing the colour of the sign.

There is one problem with the Spectrum’s graphics, including the
user-defined graphics. The function SCREEN$(x,y) will normally
return the character found at position x,y on the screen. However, it
does not recognize characters with CODEs below 32 or above 127.
Consequently, we cannot use SCREENS$ to check on the screen status
if it is full of user-defined graphics, or even block graphics. Thus a
game which movesa graphic adventurer across the screenlookingfor
monsters and treasures will not work if the program is designed to
depend on the displayed symbols for these things.

There arethree simple waysto get round thisproblem. Oneis touse
non-graphic characters for functions where screen detection is
required and reserve the other graphics solely for decorative effect.
This seems a waste of the Spectrum’s excellent graphic resources.

The second method is to hold in memory an exact map of what is
displayed on the screen and use this representation for collision
detection rather than the displayed screen map. This is essentially
the method used in The Throne of Camelot. However, for a large map
and/or screendisplay this can be very expensive on memory and may
be slow to process. It also seems rather inelegant to hold two repre-
sentations of the same information simultaneously if it can be
avoided.

The third method is to use the attributes of screen locations as
indicators of the adventurer’s status. With eight INK colours, eight
PAPER colours, two flashing states, and two brightness states there
are 256 possible combinations that can be tested for (do yourecognize
the magic number?).

Forexample, suppose the displayed map is of a wilderness contain-
ing forests, mountains, alake, and cities. We can use the user-defined
graphics to draw this map, making it visually as interesting as
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possible. If, in PRINTing it, we ensure that forests use green INK,
mountains magenta, lakes blue, and cities black then we can use the
attribute of the current screen position of the adventurer to control
the program. Just as in The Throne of Camelot the main loop moved
the player (changed the variable called “location’) and then used the
‘attributes’ of that location which had been coded in the program to
determine which routines ran next, so we can continually move the
player’s persona across the screen and use its attributesto governthe
rest of the program.

This is done using ATTR(x,y). This function returns a number
encodingthe current statusofany screen location— what colour INK
it has, what colour PAPER it has, whether it is BRIGHT or not, and
whether it is FLASHing or not. In the present example we are
interested in the colour of the INK, i.e., the range of numbers G to 7.
Consequently, to decode the number returned by ATTR we must
reduce the numbertobeloweight. We must therefore do thefollowing
calculation:

1. IF THE NUMBER IS GREATER THAN 128, SUBTRACT 128

2. IF THE RESULTING NUMBER IS GREATER THAN 64,
SUBTRACT 64

3. IF THE RESULTING NUMBER IS GREATER THAN 32,
SUBTRACT 32

4. IF THE RESULTING NUMBER IS GREATER THAN 16,
SUBTRACT 16

5. IF THE RESULTING NUMBER IS GREATER THAN EIGHT,
SUBTRACT EIGHT.

(Aswe will see in Treasure Trove we do not. need to go to such lengths
in one special case.)

This leaves us with anumberbetween 1 and 7 which holdsthe INK
colour. We then ask which of the four colours possible onour map that
number is and send control accordingly, using lines like:

IF N = ¢ THEN GOSUB CITY

IF N = 1 THEN GOSUB SEA

IF N = 2 THEN GOSUB MOUNTAIN
IF N = 3 THEN GOSUB FOREST
GOTO BEGINNING OF MAIN LOOP

The tedious part of using the user-defined graphics is actually
designing theminthefirst place and workingoutthe BIN statements
and how they are to be printed. There now follows a listing of a
number of predefined graphics for use in your own programs. Each is
preceded by a REM statement explaining how to PRINT it.
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906 REM A SACK OF MONEY: 1 BLOCK
9010 BIN 00030000
9020 BIN 0003000¢
9030 BIN 00111¢00
9040 BIN 00010000
9050 BIN 00111000
9¢60 BIN $11111¢¢
9070 BIN 01111000
9080 BIN 00113009

99¢9 REM A TREE: 1 BLOCK
9010 BIN ¢11¢111¢
9¢2¢ BIN 11111111
9030 BIN ¢0111011
9049 BIN 0@¢¢1111¢
9050 BIN 00001100
9060 BIN 00001000
9970 BIN 00011109
9989 BIN $111111¢

9009 REM A GIANT FIGHTER: BLOCK 1 OF 4: PRINT THIS
AT Y, X
901¢ BIN ¢¢@11111
902¢ BIN 00@10011
903¢ BIN ¢0000¢11
9049 BIN 00000a11
9050 BIN 00000001
9060 BIN 00¢00@11
907¢ BIN ¢p0¢@111
9080 BIN 0¢@@p111

9099 REM A GIANT FIGHTER: BLOCK 2 OF 4: PRINT AT Y,
X+1
9100 BIN 00000000
911¢ BIN 1000000¢
912¢ BIN 11000000
913¢ BIN 1000000¢
9140 BIN 00000161
915¢ BIN 11¢¢1111
916¢ BIN 1110¢1¢1
917¢ BIN 10110100

9180 REM A GIANT FIGHTER: BLOCK 3 OF 4: PRINT AT
Y+1,X

919¢ BIN 000@1111

92¢¢ BIN ¢¢9¢1111
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9219 BIN ¢@@11111
9220 BIN 0@@p11111
9230 BIN 09111110
9249 BIN 01111160
9250 BIN ¢11111¢¢
926¢ BIN 1111111¢

927¢ REM A GIANT FIGHTER: BLOCK40F 4: PRINTATY +1,
X+1
928¢ BIN 10011100
929¢ BIN 10000003
9300 BIN 1100000¢
9310 BIN 1110000¢
9320 BIN 01100000
9330 BIN ¢1100000
9340 BIN (1100000
9350 BIN 01111000

9009 REM AN ORNAMENTAL CROSS: BLOCK 1 OF 2: PRINT
AT Y, X
9¢1¢ BIN ¢001¢009
9020 BIN (0111000
9030 BIN 1019100
9040 BIN 1111111¢
9¢50 BIN 01014100
9060 BIN (9111000
9970 BIN 00010000
9080 BIN 00013000

90990 REM AN ORNAMENTAL CROSS: BLOCK 2 OF 2: PRINT
AT Y+1,X
916¢ BIN 00310000
911¢ BIN 09010060
9120 BIN 00111000
9130 BIN 0¢11100¢
9149 BIN ¢111110¢
915¢ BIN 1111111¢
9160 BIN 1111111¢

90¢¢ REM CASTLE: BLOCK 1 OF 2: PRINT AT Y,X
9910 BIN 0101000¢
992¢ BIN 01110000
993¢ BIN ¢1010¢00¢
9049 BIN (1110000
9p5¢ BIN ¢11191¢1
9¢6( BIN ¢111111¢
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9¢8¢ BIN 1111111¢

999¢ REM CASTLE: BLOCK 2 OF 2: PRINT AT Y,X+1

9100 BIN 00010100
911¢ BIN 00p11100
912¢ BIN 00010100
913¢ BIN ¢¢911100
9149 BIN ¢1¢111¢¢
915¢ BIN 111111¢0
916¢ BIN 1111111¢
917¢ BIN 11111111

90090 REM RUINED TOWER: BLOCK 1 OF 2: PRINT AT Y, X

9%1¢ BIN 01000000
9020 BIN (1000000
9930 BIN 01100000
9940 BIN 91100010
9050 BIN ¢110¢1i¢
906 BIN 01101110
9070 BIN 01111010
9¢08¢ BIN 0111101¢

9999 REMRUINEDTOWER: BLOCK20F2:PRINTATY +1,X

9190 BIN 0141111¢
911¢ BIN 01¢1111¢
912¢ BIN 91111119
913¢ BIN 41111119
9140 BIN 1111111¢
915¢ BIN 11111116
9160 BIN 11111111
917¢ BIN 11111111

900¢ REM UNICORN: BLOCK 1 OF 3: PRINT AT Y ,X

901¢ BIN 0000p000
9p2¢ BIN 10000000
903¢ BIN 01000¢00
904¢ BIN (0100000
9050 BIN (@111000
9069 BIN (1111100
9¢97¢ BIN 1111111¢
9¢8¢ BIN 00¢e111¢

9999 REM UNICORN: BLOCK 2 OF 3: PRINT AT Y+1,X

910¢ BIN 00@¢@1111
911¢ BIN ¢op¢1111
9120 BIN ¢@¢@11111
9130 BIN (¢¢101000
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914¢ BIN 901010¢¢
915¢ BIN (¢¢10100¢
91690 BIN 001010¢¢
9179 BIN ¢00¢1040

9189 REM UNICORN: BLOCK 3 OF 3: PRINT AT Y+1, X+1
9199 BIN 11110909
92¢¢ BIN 11111040
921¢ BIN 1111110¢
922¢ BIN $191011¢
923¢ BIN 10019111
924¢ BIN 10010001
925¢ BIN 10010000
9260 BIN 00010000

10.2 Minigames

Arcade games have their attractions and there isno doubt that one of
the major reasons for the growth of the home computer industry has
been the popularity of fast-action screen games. It is not possible in
BASIC to write very fast arcade-type games--the language is just
tooslow, becauseit isaninterpreted language. If you have a compiler
or understand machine code, you will not have this problem, but the
majority of us have to make do with the slowness of BASIC.

However, speed is not everything. The growing popularity of
adventures shows this. It might be worth while putting some arcade-
type action into our adventure, even if it is not of the highest quality,
toadd spice ofadifferent kind towhatis primarily a game ofintellect.

Ifwe aregoingtoinclude a mini graphic game ofsome kind we must
make sure that it connects with the main game, and that it does not
use a disproportionate amount of space. The arcade element must be
a bonus over and above the expected element in the game that it
represents. One solution would be to make all the monster combats
real-time graphics, though I have yet to see a reasonable attempt at
this which does not waste all the other resources available to an
adventure programmer.

Much easier, though using essentially the same principles, is a
treasure-gathering routine. A graphical version of monster combat
must hold and manipulate a large number of variables, and attempt
to simulate real combat with limited resources. In BASIC the level of
animation that this requires really is not possible. However, if we
simplify our graphics by using block graphics or user-defined
graphics, and reduce our aims, we can nevertheless produce quite
satisfactory arcade interludes which are testing in a limited way,
pleasanttosee, and function in a meaningful way in the contextofthe
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overall game.

There are only two real problems in arcade games— moving
objects and collison detection. Both of these have already been dis-
cussed. In brief, moving an object involves printing a graphic in one
position, calculating a new position, printing it in the new position,
and deleting it from the old position. If this happens fast enough, it
looks like movement. Collision detection involves adding a number
of tests within the movement loop to see ifthe new position is already
occupied and if so what the occupier is. The results of the two objects
meeting are then calculated.

Ttiseasytosee whythisslowsa game down. If wehave 40 invaders,
1 gun, 5 missiles, and 20 bombs on the screen at the same time, then
each'turn’in the game involves deleting 66 objects, calculating their
next positions, checking for contacts at those positions, calculating
the effects of any contacts and displaying the results, and printing 66
objects at their new positions. For all this to happen and still look
natural it must literally take place in the blink of an eye. For BASIC
it is more like “forty winks’.

Wewill now look at asimple version in whichonly one object moves
(a little man representing the player) and only one position needs
testing for collisions each turn— the position the man will next move
to.The idea behind the routine is simple. Instead of the player merely
being told “You have found forty-three silver pieces’, the treasure
routine involves him actually collecting the money himself. Hehasa
fixed number of moves, so can only collect a limited amount, and he
does so by racing round the room picking up jewels. This is the game
Treasure Trove, listed as Fig. 10.5.

Treasure Trove

1 CLEAR

2 CLs

EOLET ye=lts LET w=18
4 LET money=

SOINE 7

10 LET su=#: LET y=0
15 BORDER
D6 PARER O
) GO SUR 1566
LS
49 DEF FN ¢ {00 =INT  (RND#®:)
=5 EQE j=1 TO D
. READ a%
50 FOR i=0 TOOT
mE READ &
B FOKE USE as+ei,a
79 MEXT i
v MEXT
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T 2

FOELY kL

IME 7 gn

RINT AT w,vs Ine Sy
MEXT i
FOR i=1
LET 2
LET y=Fn o
RINT AT NN 3
MEXT i

DaTE TLv

DAaTH BIN aoRlloeo

DaTE BIN @1113110

DATH BIN &il111112

DATHE BIWN 11131101

BIN 11111111

BIR @G1111116a

BIN @1111116

BIN GG 1000

113 ‘-3 "

BEIN 2@l 1ao0

BIN 01l l1aoo

EIN ¢ i1éaa
BIN € | D00
DATA EBIN @11i11es
DFATA BIN 90010006
DATA BIN ;
HaEd DATAE BIN
g9 LET y=16;
895 FOR i=1 T0Q 186

Fagr LET as=INKEY®: IF as=""
NoOGD TO 96

Fan LET p : LET g=vy

IF ag="5" THEN LET

IF a%="4&" THEN i
IF a%="7" THEN
1F R OTHERN
IF & FHER
iF L THERN o
IF THERN LET
i T
IF

f¥a

THE

FHEN
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e traps B1Y

1Hae FRINT # 1 "Fress & cursor k
ey ta start”

1690 FAUSE 1600

1657 RETURN

1599 S5TOF

Figure 10.5

The jewels are worth three different values. This introduces a
limited elementof strategy— given a limited amount of time, what is
the best route to pick up as many as possible of the high-value jewels
(cyan) while passing through asmany as possible ofthe large clusters
ofjewels with smaller denominations? The maximum score would be
140silver pieces, and an average score around 60. These can easily be
varied either by changing the values of the jewels (lines 1¢1¢, 1020,
and 1025) or by changing the quantities of jewels (lines 130,150, and
209).

As a slight complication there are a number of traps, which are
simply obstacles that the player cannot travel over. If we wanted to
increase the difficulty ofthe game we could add more traps(line 81) or
wecould impose a penalty ifatrap washit(eithertheremoval of some
treasure or a reduction in the remaining number of turns).

The program works quite simply and is given here as a complete
game s0 it can be typed in and run without incorporation in another
game, Firstly, titles and instructions are printed in subroutine 1500,
Points to notice are lines 1510 to 155¢ which print the title as a
diagonal series of blocks of random colours. As the program stands
the colours are PAPER colours, with the letters in black. However, if
the zero in line 1530 is changed to R the ink on each block will be a
random INK colour which is different from the PAPER colour (line
1525 checks that they are different).

Line 1560 makes sure that the player has time to read the title and
lines 1600 to 1660 print the instructions. Notice how the instructions
havebeen placed on the screen to maximize the use of space and make
them easy to read. Notice also the command in line 166¢ which
PRINTSs on the bottom two lines of the sereen—normally impossible.
This is not generally a good idea, but permissible in this case because
it is cleared off the screen before anything else is done.

The subroutine returns to the main routine and then lines 45 to 80
READ the DATA for two user-defined graphics, the jewel which is
held as graphic‘c’ and the man, held as graphic‘p’. Note that not only
are the BIN statements held in DATA statements but so are the
addresses for each character (lines 499 to 66@).

Lines 10¢ to 240 now print the display by randomly choosing a
PRINT AT position and putting firstly traps and then jewels of
different colours on the screen. Lines 895 to 111 are then the main
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loop, run 1@ times, which is the ‘time limit’ of the player. Line 91¢
looks for input from the keyboard, while line 92 sets p and q to the
man’s current position. Line 91 sets the new values for the position
according to the key pressed (note that, although the player believes
heispressing ‘cursor keys', it is actually thenumbers 5 to 8 which are
tested for). Lines 950 to 98¢ ensure that the man does not attempt to
go off the sereen by checking that x and y, the coordinates the man
will be printed at, are not outside the screen boundaries.

Line 985 uses SCREENS$ to check the nature of the position the
manwants to moveto,inthe normal way. Ifthe positionisatrapxand
y are reset to their old values, held at pand q. The old position is then
overprinted with a space by line 999.

Lines 995 and 996 print the current number of turns left and silver
piecesacquired. Note that ‘time left’ flashes in an attempt to increase
the tension of the game. Lines 1010 to 1025 test for jewels at the
current position by the means discussed above for checking the
ATTRibutes of the new position. This is because the jewels are
user-defined and hence invisible to SCREENS$. This is also why the
PAPER colourisblack. Allkindsof ATTRibute valuescould be tested
for, but as black is zero and so adds nothing to this value, thenumbers
we are testing for can be small and simple—just the attribute
numbers of the INK colours for red, green, and cyan.

If a particular attribute is found then the variable ‘money’ is
increased by the correct amount and arapid BEEP scale is sounded to
indicate the fact. Then the man is PRINTed AT his new positionanda
rapid BEEP signals that he has moved and hence a turn has elapsed.
It has to be a rapid BEEP because the Spectrum sound slows the
program up substantially, as it interrupts the running of the
program, unlike other systems which process sound without inter-
fering with the running of the main routine.

Theloopcontinuesuntil 100 turnshave elapsed, whenlines 118@ to
1110 FLASH in random colours the fact that the game is over; line
1199 then STOPs execution.
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1 1 MICROS IN GAMES
WITHOUT MICROS

11.1 GAPs

To use a micro in an adventure game it is not necessary to play the
gameonamicro. Asmentioned in Chapter 1, many adventure games
areplayed as board games or tabletop games. The most well known of
these are Dungeons and Dragons (a fantasy game) and Traveller (a
science fiction game). There are many advantages of playing board or
tabletop versions of adventure games: the game can be much more
complex and fluid than its micro equivalent (Advanced Dungeons
and Dragons has over 1000 pages of ‘rules’); miniatures and counters
can make the game physically and visually more attractive to play;
the game is more of a social activity, with the emphasis on role-
playing; and a greater degree of realism and detail can be achieved. It
is possible that micro adventure games will eventually replace these
games, but this will not be for many years until memory, graphics,
interactive control, and ‘intelligence’ have been greatly enhanced.

However, micros can add a marvellous new dimension to most
tabletop and board games. Many games players use their micros to
run games assistance programs (usually abbreviated to GAPs).
These are programs which handle some of the mechaniecal, tedious, or
complex aspects of the game, enabling the players to enjoy play
without worrying about its mechanisms. Examples are GAPs which
work out the complex details of combat between two armies in a
strategic game or which generate star maps for games such as
Traveller,

If you like micro adventure games, you will almost certainly like
the original tabletop versions, so this section cutlines two GAPs
which you might like to incorporate in such games. Naturally any
program which can be used in a tabletop game can also be used in an
adventure played totally on a micro, so you could always use these
ideas as the basis of your own ad venture programs. The main draw-
back isthat routines based on these ideas may use a disproportionate
amount of memory, because they calculate very detailed aspects of
games. Therefore, if you use them in a micro adventure, the game is
goingto be rather unbalanced as you will not have muchroom for the
other routines. Unless you have a 16 bit machine or a micro like the
Newbrain which can address a greatdeal of memory through paging,
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you will not have enough memory to use such routines in micro
adventures. There is, however, another solution which is discussed
in the next section, namely using a suite of programs as one adven-
ture, as in games played by mail. '

To be worth the programming time a GAP must either do some-
thing rather better than it could be done manually or it must save
time. Usually GAPs are written to save time on aspects of games
which are boring. Most frequent of these are the routines which
generate characters for tabletop role-playing. Normally a role-
playing game needs anhour or two beforehand while anumberof dice
are rolled to set up the variables which form the character or
characters playing the game. As such a character may have more
than 20 such values, each of which affects or depends on the others,
this can take a great deal of tedious work. As the basic process is to
generate a series of random numbers and set up a list of values
according to how these random values interrelate, itis easy to write a
flowchart for this and then code it up.

Every game has its own version of this process, so there is little use
ingiving a program here. However, as many of these gamesrequire a
complex series of random numbers to set them up, the following
general routine may be useful. It is a standard random number
generator which allows selection of either linear probabilities in a
chosen range or other probabilistic curves (chosen by selecting a
number of dice with any number of sides other than one). Figure 11.1
gives the routine.

3 CLS
18 DEF FN r O =INT (RND#*F)+1
15 CLS @ FPRINT " Do vou wan
t a number in & - linear range
(1) or & set of dice

throws (2)7"

20 LET X$="For another set of
throws type 1"

24 LET Y¢="To charge parameter
s Lype 2"

28 LET Z%="To end type 3"

30 INFUT A: IF A<l DR AX2 THEWM

CLs = GO YO 15

4¢ IF A=2 THEN GO TO 580

?5 CLS

190 CLS ¢ FRINT " What is th
e lowest number in the
arige™"

t1é@ INFUT B

115 CLS

120 CLS 3 FPRINT ™ What is the
highest number in the ra
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nges"

1760 INFUT C

125 CLS

134 FRINT AT @, 7% "LINEAR RANGE"
137 FRINT AT 2,5 "High

Lo

138 PRINT AT 3,2:3€: PRINT AT I,
2451 R

1460 FRINT AT 16,465 "The number 1
s "iINT (RND®{C+1-E))+B

156 FRINT AT 1é&, @i “For ancther
number type 1"

146 FPRINT Y#$

176 PRINT Z%

18a INFUT A

185 IF A<1 OR A3 THEN CLS @ &
070 130

184 CLS

196 IF A=1 THEN GO TO 135
2aa IF A=2 THEN GD TO 160
216 IF A=% THEN GO TO 7979
S CLS ¢ PRINT "How many sides
to vour dice?"
514 PRINT "Flease enter a numbe
between 2 and loa”
226 INFUT P
S53e LET a=INT (/A): IF ALE OR AF
166G THEN CLS @ GO TO 5eo

540 CLS @ FRINT "How many throw
8 of yow "iFi" sided dice?”

559 INFUT B

S6@ LET BR=INT (B): IF Bl OR R
1606 THEN FRINT "Only 1 to LoD
throws allowed "z GO TO 5S40

57¢ LS ¢ PRINT "Do you want th
e throws ","printed separately (
Iy, "o added together (2)2?"
I8¢ INFLUT C

s590 LET C=INT (Cr: IF C<i OR O
2 THEN CLS @ GO TO 576

HBH IF =1 THEN GO TO 709

6% LET D=#: LET E=0

&la FOR I=1 TO B

&2 LET E=FN RO

HEG LET D=D+E

b4 NEXT I

&4 CLS

&S5 PRINT "Your number is ":iD
660 FRINT X8

H70 PRINT ¥4%

&HBG FRINT Z4%

HFa INFUT &

!
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&FE IF A<l OR A:XZ THEN CLS @ G
THEN GO TO &5
THEN GO TO 16
THEN GO T0O 992

ILET D=
CLS
FOR I=1 TO ®

Z1le LET D=FN R(): FPRINT "You th
ow i D

TEo NEXT I

TS0 PRINT X%

FEO FRINT Y&

779 FRIMT Z%

7e0 INFUT &

7E2 OIF ATl OR A3 THEN CLS @ G
0 170 7Se

794 IF A=) THEN &I TO 700

795 IF A=32 THEN GO TO 16é

796 IF A=E THEN (0 TO 999

PR STOF

Figure 11.1

Many other aspects of FRP games are essentially random, though
with certain fixed values, so this routine may be useful for many
aspects of the game, such as determining the numbers of rooms in a
dungeon, the number and types of monsters in a particular location,
thespellsavailableto a particular magician, thespaceshipsin afleet,
the troops available to an army, and so forth. No special
programming tricks are needed for these— simply careful structur-
ing. However, the program for any of these will be different for each
game system. In general it is better to generate all the random
numbers needed first and hold them in an array or file of some kind.

There are some general routines which can be of use to many
role-playing games. One example is the name-generating routine
given in Chapter 7. Another could be of use not only in game-playing
but also for stimulating ideas of all kinds; this is an idea generator
which creates new ideas for use as the basis of games or scenarios,
such as the one given in Fig. 11.2.

5@ REM FANTARY IDEAS FROGRAM

B85 REM INITIALISATION

2@ LET nma=3o: LET as=3aé: LET v
=50

9% LET W=0

1én DIM n$(na, i1d: DIM NNAY: D
IM a%(aa,11): DIM A(AAT: DIM v (
va, 14): DIM VYA, 2)

Li¢ GO SUR 1060

115 DEF FN r () =INT  (RND*x) +1
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120 LET f1ag=e

129 REM START OF MAIN LOOF

136 PRINT "THE i

14¢ LET T=FN R(NA}

145 LET VWV=6

1%a IF FLAGY »4 THEN GO SUER 2o
e REM CHELCK THAT NA AND VA AGR
EE —~ RETURNS VW=1 IF NOT

166G IF W=1 THEN &0 TO 146

174 LET R=FN R{Z)-1

180 IF R<Z THEN GO TO Zoo

19¢ FOR I=1 TO R
: LET S=FN R{AA)
IF BBY=NOTY THEN G0 TO 22

IF ads)y=2 THEN GO TO 22
GO TO Zoo

LET Cs=A%(8): B0 SUR 2500
NEXT 1

LET C#=N${Trs G0 SUR 2900
LET R=FN R(Z)

IF FLAGIR THEN GO TO Sae
FRINT .

FRINT

LET FLAG=®

GO TO 1%

REM END OF MAIN LOOF

LET U=FN R{VA)

IF VU, 1y=NAIT) THEN GO TO

IF VU, 1= THEN GO TO &00
GO TO See

LET CH=V& (s GO0 QUE 2500
LET FLAG=FLAG+1

&H2G G0 TO 12

REM READ DATA INTO ARRAYS
FOR I=1 T MNA

READ N& (I NI

NEXT I

v FOR I=1 TO A&

ia4e READ A$(12,Aa012

1950 NEXT I

1asd FOR I=1 TO VA

1876 READ V(1) MIT, 1) ,MOT, 2
1oge NEXT I

4

1100 RETURM
o REM CHECE NOUN AND VERE AGR
EMENT

B IF MO, 2 =0 THEN  RETURN

IF NOT)=\ (U, 2 THEN RETURN
B v LET YW=1
26460 RETURN .
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REM STRIF SFACES FROM DATA
LET E%=C#

FOR F=1 TO LEN (C#$)

IF CEED = THEN  LET J=K
MEXT kK

FRINT Bl TO J)8™ 'S

FETLIEN

5 Dﬁ1H T HOLSE "
TEOLL", 1, "GOBL TN, 1 _
ME, @, “HUU}“qiy”%&hﬂll“,E,

MY LG, PSLAVE", 1

Belo DETH ‘“FFT“E“ 1, "HAT", @, "CO&

noE, TROKEY @, "HELMET", @, "CROWN",
“ern“ 1_”DDU“ 1, "HAWE" , 1, "AFE

(%]

DATE “HORSE", 1, "BEETLE", 1, "
W1. "DEVILY, 1, "MAN", 1, "DWARF
Mo, TELFY L1, "WOMANY, 1, "OGRE 4 1, "
MONSTES", 1
S1o8 DATA "COLD", 2, "STURID",1, 'S
TEEL", @, "GOLD", 2, "COFFER", @, "FLA
v, 2, UBLUE" 2 MWHITE®, 2, " GREEN"
L2, "YELLOW",
51160 DATA "]NTtLLIGENT“,-,”ClFVE
B, 2, CIRONY, 2, "WOODEN", @, "SAPHIR
CETRONG", 1, "WEAK" 4 1, "LAZY",
1, VBILLY", 1, "EROKEN" , @
2o DATA “HOLY", 2, "EVIL", 2, "BOF
L2, "DRUNEEN®, 1, "FRIGHTENED", 1,
CHURNGRY ", 1, "HARD ™, 2, "ANCIENT", 2,
TLELY ", B IOV, R
DATa "ENEMY OF", 141, "HATED
EY", 2, 1, "PURSUING", 1, 1, "COMCEAL I
MG, 2.2, "HATING, 1, 2, "MAKER DF“,
1,0, "MADE BY", 9,1, "OWNED EY", 0,1
LPLIVING BY™, 2,1, "AFRAID OF", 1,2
Lo DATa "CURGSED BY",2,1 _”LILL&
AV, 1.2, TN LOVE WITHY, 1 L UTA
CEM FROMY, 2, 1, "CHASED EY", 1
ATED EY" .2, 1, "HIDDEN «“,3 TR
IEND OF", 1 1, "ABSASSIN OF ", 1,1, "
HOME OF ", 6, 1
pATA "SLAVE 0Fv, 1,1, “HlDlH&
<1 1q"”1nl+4 FROM", &, 1, "CA
L1.1, "MAST GF“,l,Lﬂ"wn
SRED BY”.E;?E“ENCH“NTED BV,
] GE™, L TEGUND NEAR"
Fﬁrﬂ HV”n:,i

Figure 11.2

Such a program has some of the elements of artificial intelligence,
i.e., it simulates creativity, producing new ideas just as a human
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being might (e.g., in generating the mind maps suggested in Chapter
3). However, the program does not evaluate any of the ideas. Todo so
it would require a huge database of knowledge on what was practical
or desirable in the real world. Creativity in human terms is a ques-
tion of finding new links between existingitems and that iswhat this
program does. The user has to evaluate them, deciding which might
lead to useful games or scenarios and which are trivial or useless.

The value of a program like this depends on its database. The
version included here attempts to create new fantasy ideas, but
different databases could be used for other types of plot or scenario,
such as Science Fiction or a Western. Other databases, rather more
remote from the type usually found in an adventure game, could
include different kinds of human social or political relationships, or
thekindsofrelations typical oftelevision soapopera, or any situation
where two elements are linked in some way.

The program works by building up noun phrases concerning
objects/creatures/beings and then linking two or more such phrases
through a verbal relation of some kind. To avoid ungrammatical
constructions certain limitations are built into the database. How-
ever, all of the possible relations are semantically correct, though
some might seem a little odd. The basis of this correctness is the
numbers held in the DATA statements after each word or phrase. All
nouns and adjectives have a gingle number code; all verb phrases
have two number codes. Code 0 means that the word is inanimate, 1
meansthatitisanimate, and 2 meansthatit could be either. The verb
phrases have twocodesbecause they are preceded by a word that may
be animate or inanimate as well as followed by the same choice. So
the phrase ‘hated by’ must be followed by an animate phrase because
only animate things can hate, but may be preceded by either an
animate or an inanimate phrase as both classes of thing can be hated.
Its code is therefore *2,1°,

If designing your own GAP it is best to begin with one small agpect
of the game which can be isolated from the rest and which you
understand quite well. You will realize by now that the reason for
thisisthat such programs have many more featuresthan one expects
and therefore need very careful planning. The temptation is always
to begin with something very complex, such as a game’s combat
system. While itis true that these systems are generally tailor-made
for micro adaptation, it is also true that you will find more problems
than you expect, so you are likely to end up abandoening the project
half-way through if you bite off more than you can chew.

It is much better therefore to begin with something elementary so
youcan learn how to do it by practice without becoming frustrated or
bored, e.g., a dice-throwing.program or a program which generates
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the armies in a war game. These are relatively self-contained yet
could be very useful in a game. Once you have successfully created a
simple GAPlike this you can begin to work on fuller programs. These
must be worked on in sections. Fortunately most games can be
described as algorithms or flowcharts, so the nature of the problem is
usually not too difficult to specify. However, make sure that you have
drawn up all the stages of the description before you begin coding or
youwill find that you have not allowed for all the intricacies of board
games. Even Monopoly is quite complex.

11.2 Play by mail adventure

Another way to play adventure is by post. Perhaps this seems
strange, but many games’ players now take part in postal campaigns
ofone kind or another, such as war games, science fiction games, and
fantasy adventure games, as well as many other conventional
games, Chess, Diplomacy, and even Ludo are played by post.

The advantages and disadvantages of postal play are obvious. On
the one hand it is a good way to find keen players; you do not have to
arrange meetings or calculate elaborate timetables so that all
players can be in the same place at the same time; each player has
plenty of time to calculate his or her move; a large number of players
can be playing one game (impossible in the normal living room);
aspects of campaigns/adventures such as surprise, hidden move-
ment, spying, intelligence, morale, discovery of magic, finding
powerful secrets, meeting ‘new’ characters or races, or travelling an
unknown universe can be handled in a realistic rather than an
artificial way. On the other hand play by mail (or PBM as it is
commonly called) usually means strict deadlines for sending in
moves, little direct contact between players, a great deal of
administration for the umpire, and a degree of inflexibility. Games
may also take months or years rather than hoursor days to complete
—some people would call this an advantage and others a dis-
advantage.

You can play such games without a computer. In fact most PBM
games donotinvolve amicrocomputer. Computer-moderated PBMis
a very recent phenomenon as umpires and games masters have
realized that the computer can take on much of the tedious work in
such a game and can do much to make such games more interesting
and varied. Generally only the umpire or coordinator in a PBM game
uses the micro and players communicate with the umpire by post and
telephoneinthe usualway. Eachturnevery playerreceivesfeedback
from the umpire on the results of previous moves, then works out the
next move, writes it down, and sends it in to the umpire before the
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deadline. The umpire feeds it into his micro as data for a program or
suite of programs, the micro calculates the results, and the umpire
then sends those results back to the players. However, it would be
possible for such games to work entirely on micros, with moves and
results being communicated by exchange of cassette or disc, or even
transmitted directly down telephone lines by using acousticcouplers
or modems.

We will concentrate on the simpler game with one micro, one
umpire, and a number of players. There are two key differences
between this set-up and the usual micro adventure game. In the
kinds of game described in Chapters 1 to 10 usually only one player
playsthe game atatime. In PBM games, the program must cope with
simultaneous input from a number of players. This causes several
programming difficulties.

Secondly, in an interactive micro game speed of response is
important. Any delay of more than a second or two while a player’s
instructions are being processed leads to frustration and boredom
with the game as a whole. In PBM the speed of response is not
important. Naturally the micro has to calculate all the results well
before the deadline to enable the umpire to write back to the players
in time, but the running of the program could take hours or days
between input and output withoutcausing any problems. This allows
several programming techniques not normally useful to the adven-
ture game programmer. These include:

1. Processing of natural language input

2. Production of varied natural language output

3. Ahigh degree of complexity in rule systems (e.g., combat, magic,
etc.)

4. Large databases stored on cassette or disc (e.g., adventures with
thousands rather than hundreds of locations)

5. Interaction of different kinds of games (e.g., adventures, graphic
games, and strategic war games can be combined)

6. Programs split into several stages or sections to avoid micro-
computer memory limitations

In other words, PBM adventure gives the maximum scope in
design, content, and implementation of an adventure. The pro-
grammer is no longer limited to the micro’s RAM, nor to the specified
forms of input and output interactive games demand, nor to
programmirig with a view to a constantly attractive and updated
VDU.

There are some other preliminary considerations, however. In
order to run a PBM game efficiently it is best to have a printer (and
preferably one with some form of graphics output) and disc drives, or
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some other form of mass storage. In principle a PBM game can
operate without either of these, especially a simple game. However,
it would mean that you would have to copy output from VDU to paper
by hand, which is a tedious task and rather wasteful of a micro’s
resources. Cassette storage can be used instead of disc, but is much
slower and operates by serial rather than random access. What this
means is that a disc allows almost instant use of any data or program
stored anywhere on the disc, whereas a cassette has to be searched
one byte at a time, from the beginning to the correct point. So if you
were in the habit of storing the data for your games on C60s, it might
take half an hour to find the correct data, whereas 5 seconds is
considered slow for discs.

The Spectrum will of course have the Microdrive, which oughttobe
generally available by the time this book is published. Though
almost certainly a tape-based system the Microdrive will perform to
all intents and purposes very like a normal disc drive. If you can
afford one disc drive or Microdrive, then it is better to try and afford
two. Two drives allow easy copying of discs and the use of program
discs and data discs in separate drives. With one drive you would
either have to keep all the data for a particular program on the same
disc or to swop discs around while the program is running which,
though usually possible, is not a good habit.

However, the majority of micro owners cannot yet afford disc
drives, so we will assume in the rest of this chapter that the con-
figuration you have is a micro, a cassette recorder, and a printer. For
the Spectrum this means also having an RS232 or Centronics inter-
face to drive a sophisticated dot matrix or daisy wheel printer, as the
Sinclair printer isnot really adequate for attractive output toberead
by players, excellent though it is for general use.

The design of your PBM game can be identical to a normal micro
adventure, except that output must go to a printer as well as, or
instead of, your television screen. The actual programming will
depend on the BASIC syntax of the interface you use. Ifyou are using
a Sinclair printer, or the interface you have allows the Sinclair
commands, it is simply a matter of substituting LPRINT for PRINT.
If the game has graphics output or a complex or interesting screen
display then you will use COPY, which prints on the printer a copy of
what is displayed on the screen. However, this facility might not
work on a number of printers, so you may have toredesign the output
as a series of LPRINT commands. Although much more tedious, this
does give you more control over the output. Consequently, if the

*printout for each player is essentially the same with a few variations,
then the LPRINT command allows these changes to be made on the
printed output while screen display can remain the same.
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Though it is possible to have a PBM which is exactly like an
ordinary micro adventure, it will not make a very satisfactory PBM
game. Very few people would like to wait two weeksfor a printed copy
of adisplay identical to the one they could get by playing the game on
their own micro, especially if it hardly changes from turn to turn.
Certainly it would not be much fun to keep trying different
commands, such as HIT DOOR, SMASH DOOR, BREAK DOOR,
etc., every fortnight only to have a ‘nothing happens’ result every
time!

So the design of a PBM adventure must build in at least two
differences from the standard adventure. Firstly, the player must be
allowed to input very complex instructions, rather than simple one-
word commands, and correspondingly output must be complex and
mustchange substantially each turn. It does not matter if some of the
output is unimportant in terms of playing the game, such as
elaborate descriptions of locations; what does matter is that it should
demand a lot of thought by the player. Part of the fun of a PBM
adventure involves extracting from such complex descriptions
exactly those bits of information which are important and need to be
responded to.

For example, in a normal micro adventure output in a specific
location might be:

You see a room full of cobwebs. There is a great spider on the
ceiling.

The description cannot be much longer than this because of limita-
tions on memory. Because such limitations can be removed by a PBM
games master, the description could be aselaborate asthe following:

The roomis very dusty. In one corner lies an upturned bucket. The
ceiling and one wall are covered in cobwebs, and a number of small
spiders are scurrying through the strands. There is a pool of
greenish liquid in the middle of the room, on which a fragment of
parchment is floating. The room smells faintly acid, especially
near alarge clump of web. Faintly in the distance you hear a sound
like pebbles falling off a cliff.

Faced with such a description the player does not know which of
these items is important and which is not. He must therefore write
orders which take as many as possible of the circumstances into
account. We know that there is a huge spider in the main clump of
web and that the distant sound is actually a band of orcs scrambling
down the cliff because they have heard you coming. However, the
player may decide to ignore the web and the sound and instead
investigate the pool, the smell, the small spiders, the bucket, the
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dust, or the parchment. Ifhe or she does, then the spider will leap and
the ores will eventually attack from behind.

Two ways to build such complex output into your game are to
develop large descriptive databases or to have ‘random deseription’
routines. The first method involves no more than we have already
done when we designed the puzzle section of Camelot. For each
location we wrote adescription and stored it asaroutinein RAM to be
called when the player came to the appropriate location. The only
difference we need implementistostorethe description on magnetiic
media—in our case, cassette. The Spectrum gives us two ways of
doing this. One is to use ‘"MERGE’, the other to use ‘SAVE string
DATA array name().

In the first case we write our program to LPRINT a description
using data saved as a separate program. The description could be
held as a series of LPRINT or PRINT statements, or as DATA state-
ments which are to be READ and then manipulated, or as strings or
string arrays to be manipulated. To take the simplest example, we
would have a program which accepts the player’s instructions and
then has to print a description of the next location. Suppose the
program uses a routine starting at line 7¢$@ to print this description.
Then the program needs to call the following routine before the
routine at 7400 is called:

5999 REM ROUTINE TO FIND AND LOAD A DESCRIPTION

6093 REM LOOK FOR RIGHT ROUTINE

6019 PRINT “Please place location tape in recorder, and press the
PLAY key”

6020 1F LOCATION = 1 THEN MERGE “"CASTLE”

6030 IF LOCATION = 2 THEN MERGE “ROOM”

6349 IF LOCATION = 3 THEN MERGE “SWAMP”

6109 GOSUB 7000

The routine asks you tc put the correct tape in the cassette
recorder; it then searches for and MERGES the program with the
appropriate name. Each of the named programs that it could be
looking for will be inlines 7340 to 7999, and the line numbering for all
of them must be identical. This is because a program which is
MERGEd will onlydelete lines withnumbersidentical to thoseinthe
MERGEdAd routine, so errors could result if one description had more
line numbers than the others.

A typical description might be like this:

700¢ REM CASTLE

193



7010 LPRINT “You see a large black castle”

7020 LPRINT “A bat is fluttering around one tower”

7030 LPRINT*“Overthe gate flies abannerbearing the emblem of
a red raven on a green field”

etc.

If such a description has no relevance to the game, being just local
colour, then the MERGEd routine need be no more than a list of
LPRINT statements. However, each different location will pre-
sumably have its own design features, such as the spider and orcs in
the above example. Consequently, these MERGEd routines must
also pass values to the main routine in the program which has called
the description. The kind of information which will be needed is the
same as that used in previous chaptersto describe monsters, environ-
ments, and objects—in short, values for all the variables in the
program which characterize that location and which the player’s
character could interact with. These would include combat values,
lists of possible objects and codes for the possible effects, magical
values of monsters and the environment, etc.

Itisalsopossibletobuild subroutines into the configuration ofeach
room, so that different possibilities present themselves on different
visits. For example, the castle routine might itself have a routine
which determines whether the gate is closed or open (consequently
passing a value to the main program); or a routine which varies the
description, perhaps depending on the searching abilities of the
player; or aroutine which randomly determinesifthe bat attacksthe
player.

It is also possible for a routine MERGEd in this way to call and
MERGE another, either as a subroutine of itself or to replace itself. If
we use this method, we must index our tapes very carefully, and
ensure that the interactive request in each MERGE call, which asks
the games master to insert a cassette, specifies exactly the right
cassette in an unambiguous way. Every description requires a
unigue name, every name should be written on the cassette, each
cassette should have its own name or number, and, preferably, there
should be an index of the whole lot.

You may be wondering why a location routine such as ‘CASTLE’
above might want to merge another which wipes it out. An obvious
example would be a travelling routine— either an arbitrary trans-
porter or warproutine, or aroutine whichforces the player to move to
a particular location, such as in retreating, for example, or being
carried away by a giant eagle to its nest. For example:

720¢ LET R = INT (RND*3)
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7219 IFR = 1THENLPRINT“A gianteagle descends and carries
you away”: PRINT “Please insert tape N1 and press the
PLAY key”: MERGE “NEST”

7200 REM NEST ROUTINE

721 LPRINT “You are in a huge, smelly nest”

722¢ LPRINT “There are three eggs in the nest”

The second method of storing and loading descriptive locations is
less versatilethan using MERGE because the programmerislimited
to loading data rather than routines. However, if we only need to
store descriptions and not subroutines of any kind, then these can be
held in string arrays. One major advantage of this method over the
MERGEingmethodisthatthereisnoneedfor usto worry aboutexact
matching between line numbers. LOADing a string array that has
previously been SAVEd only wipes out any other array or string
variable in the program with the same name.

This method would be used by micros without MERGE or other
cassette file handling routines, and would often be used if the main
program contained all the values, variables, and interactive
routines. It simply loads a particular array, which we can call L§,
with the information that the preexisting routines use for output. In
Spectrum BASIC, to SAVE an array we use ‘SAVE “CASTLE”
DATAL$(),and to LOADit' LOAD“CASTLE” DATA L$(Y. Froman
array called L$ this saves a stream of bytes called “CASTLE”. Thus
we can use virtually identical commands to call our descriptive data
into the program, such as:

602¢ IF LOCATION = 2 THEN LOAD “CASTLE” DATA L$(

Remember to ensure that there is sufficient space to load the
largest of the SAVEd arrays likely to be needed. However, we do not
need to DIMension the array, nor to change the dimensions if the
possible arrays replacing L8() are of different sizes. This method is
therefore easier to use than complex MERGEing because there are
fewererrorstobuildin. Thustheeaseispaidforby the relative lack of
versatility.

SAVEing and LOADing data and routines from cassette can be
used in ordinary micro adventures, but always involve a long delay.
Consequently few interactive adventures use this method, except by
dividing the adventure into a series of large separate programs,
usually passing data from one to the next. Without any connection
between adventuresinthis way, they can seem tobe no different from
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independent adventures.

The second method of creating elaborate descriptions requires
more thought before coding, but less actual coding or code. Conse-
quently it requires less memory, storage, and time. The technique
involves mixing the significant descriptions which are location-
specific with randomly determined insignificant description. We
have seen how this can be done in Chapter 7, where both meaningful
and random ‘conversation’ were mixed. )

The problem to overcome is how to fit random descriptions to fixed
descriptions in a way that makes sense and also fits with the
surrounding plot and environment. It is necessary to devise a system
of markingso thatalllocations are given a type and each type can call
up typical random phrases. For example, one type of location may be
‘the castle’. Eachdifferent castle will haveits own unique description
and associated routines that can alter the player’s character. How-
ever, all castles would call routines which established random des-
criptions of additional detail using units like ‘the towers’, ‘the
battlements’, ‘the type of stone’, “the shape of windows’, ‘the number
of doors’, ‘kinds of inhabitant’, *degree of dilapidation’, etc.

This kind of randomization can also be made more meaningful,
such as when arranging production of typical encounters. Just as in
an interactive adventure certain locations have certain types of
monster and treasure, so in a PBM game sets of routines can be built
up which not only add circumstantial description but also add cir-
cumstantial narration. Things which are going on around and
because of the player’s character, even if of no structural signifi-
cance, will add to theflavour ofthe game (pleasing those whoplay the
adventure because it feels like being in a fantasy novel), and may
give clues, hints, and apparent problems (for those who are more
concerned with discovering every aspect of a game’s possibilities).

All such systems have three basic parts. There are firstly the
descriptive units which make up the basis of the text construction.
Secondly, there are the coding systems which translate different
types of location into different possible descriptions. And thirdly,
there are the mini routines which support such descriptions with
appropriate happenings.

To demonstrate how such a system might work let us construct a
game with the following simple criteria:

1. There are three location types—underwater, on the water’s sur-
face, and on board ship.

2. There are four monster parameters—combat abilities, know-
ledge of secrets, type of mobility, and mode of communication.

The game will thus have a set of descriptions, coded as suitable for
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one, two, or all three of the location types; a set of event structures,
made up of the components described in Chapters 2 and 3, similarly
coded; and a set of routines whose codes match the description and
eventcodestoputtogether amonsterforthislocation whose valuesin
all parameters fit the chosen code.

Suppose that code 1 was *under water’, code 2 was on the ‘surface’,
and code 4 was ‘on board ship’; then descriptions and events could
havecodesfrom 1 to 7indicating whichlocation type they were suited
for. Code 3 is both under and on water, code 6 is surface and ship, and
so on. All the event structures and monster parameters would be
similarly coded. Thus the parameter‘mode of communication’ might
have the following possible values and codes:

Value Description

talking

gestures

slapping water with fin
singing

blowing bubbles
acrobatic movements

O O L0 DO
&
SRR SRR

All other parameters would be coded in a similar way, with all
possible values of the parameter representing possible aspects of a
monster with an equivalent verbal description, and would be coded to
ensure compatability between the chosen location, event, and all
monster features. So if we randomly choose ‘floating amidst a tangle
of seaweed’ as our location, this would have code 2, so the monster
which was in this place might be able to communicate by any or all of
the following—talking, gesture, slapping water with fin, and
singing—but not by acrobatic gestures or blowing bubbles.

In this way a location description would be built up which was
essentially random, not designed by the programmer, but uniquely
configured and meaningful for the player because the elements were
all consistent and provided a new event for him or her to respond to.
Built in to the descriptive aspect would be possibilities similarly
coded. For example, the game may be built on the premise that
creatures on the water’s surface were generally hostile (hence the
variable ‘enemy’ is set to —6), but that creatures who can taltk are
generally friendly (hence a chance that the variable ‘enemy’ will be
modified is denoted by a value between 1 and 9). The player will be
able to learn these tendencies through previous interaction, so will
then be able to react tothis new situation with a degree of knowledge
but also a degree of uncertainty.

The only constraint on the designer of a PBM game such as this is
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the time available to him or her for creating the original suite of
programs. The more time we have, the more we can build into the
game, all parameters can be coded; all parameters can themselves
have parameters. The degree of possible complexity is immense and
that complexity can be extremely life-like and meaningful—a good
compromise between the purely random and purely determined
adventures played solely on micros.
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oo 3

Software to
accompany this book

A cassette tape (48K Spectrum) is available to go with this book. [t
includes the full listings of all the major programs, with various
Improvements in formatting, etc:—

® CAMELOT

©® MERLIN’S MINES
@ TROVE

@ IDEAS

@ BEEPER

@ CYPHER

‘There isalso a program that isnot in the book — TONGUES — a program

to generate different types of ‘alien language', a ‘must for Adventure
Games programmers!

The tape is distinctively packed to match this book, and comes complete
with an instruction leaflet, as well as a card enabling vou to use the free
MeCGraw-Hill software support service.

SPECTRUM ADVENTURES

JUST £6 -95 INC. V.AT.

(07084720 7)

McGraw-Hill bocoks and software should be available where you bought
this book, but in case of difficulty, send direct to:

McGraw-Hill Book Company (UK) Limited
Shoppenhangers Road, Maidenhead, Berkshire







